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PLAYABLE Rugby meets rollerball 
Lin this.21st-century sports game §. 


This month we have 
brand new playable 


RAYMAN : 
demos of Jonah at this blassic 
platiormer.as it.cor tin 

Lomu Rugby and 


Riot —a vi 
rugby 100 years 
from now. Plus 
great rolling demos 


TIME CRISIS. = 


and a couple of old Se 


favourites are 


fondly remembered. 


We've played it and it’s brilliant. Take 
a look for your self just how 
great it really is. 


For those who haven't got round to 
buying this arcade classic here's a 
glimpse of what you're missing. 


Biot ________ Playable 

Mad future sport meets basket- 
ball and rugby in this playable 
romp. Two teams face one another 
in this all-action scrapfest. 


You too can pretend to be a huge 
All Black in the first Rugby sim to hit 
the PlayStation. It might not look 
too good but it plays very well. 


it might have been out for ages 
but a good game is always a good 
game. Play the first level in our 
Platinum demo special, 


Try out the first four levels in this 
special demo. But watch out, this 
new Platinum game is very hard. 


Apparently, there is a 96% chance that you 


are a bloke. It’s fairly likely that you're 
between the ages of 16 and 35. You almost 
definitely own a PlayStation and spend an 
average of about ten hours a week playing 
it. Your favourite game is either a racing one 
or a beat ‘em up.'l can even go as far as 
guessing that you liked our reviews of 
Porsche Challenge and ISS Pro, but probably 
didn’t even get round to reading what we 
thought about Lost Vikings 2. 

| know this because you told us in our 
latest readers survey. Thanks to all that 
answered. The overriding story, however, 
was that you like to play top quality 
PlayStation software. Okay, you don't have 
to be Mystic Meg to foretell that, but | can 
also predict that over the next 140 pages 
that’s exactly what you'll get. From brilliant 
sequels to great new original games the 
issue is packed. I'd say it’s a fair bet that'll 


you'll enjoy this issue. 


Rob Pegley (Editor) 
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Lara's back for a new adventure. Will 
it be as good as the last though? 


Apocalypse _32 


It’s the end of the world as we 
know it, And it looks fine. 
If you thought the last 


Pandemonium was strange, 
this really is mad for it. 


doe Blow 38 


Formerly pencilled in as DJ Fresh the 
Rapin’ Radish, this thankfully 
underwent a name change. 


Overhoard _40) 


The pirate game from 
Psygnosis. 


Rascal __42 


A cheeky little Mario 
wannabe. 


Tomb Raider meets Tekken in this | 

exciting 3D beat ‘em up adventure 

Will Core Design keep up their record 
of innovating titles? 


Grash2 46 


The Bandicoot is back and is 

looking better than ever. Could 

this be the best platform game 
ever? See for yourself. 


Depth _________4f) 


Described as an ambient musical 
adventure this is one relaxing game. 


The arcade shoot ‘em up looking 
great on the PlayStation. 


A game from Sony that will certainly 
be making waves this Summer. 


Hercules === 70 


Disney enter the PlayStation arena, 
Another racing game no less. 


Kalysto’s brilliant new adventure. 


Lucky Luke __78 


Whacky cartoon fun from France, 


Virtual slippin’ and slidi 


Flying cartoon shoot ‘em up. 
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Actua Golf2___108 


Gremlin come up with a sequel and 
throw in some new courses and addi 
tional commentary for good measure. 


Tiger Shark __-_112 


Water-based shoot 'em up fun. 


Wareraft 15 


From EA comes a real rival to 
Command & Conquer. One of the best 
strategy war games ever to grace the 
PlayStation 


Wargods 8 


A beat ‘em up that owes much to 
Mortal Kombat. But is that good? 
Loaded-style shoot ‘em up full of high 
speed action and free-flowing blood. 


Dragonheart __122 


Hack and slash action from Acclaim 
that is sadly outdated. 


Konami Open Golf __123 


It's not Actua. Not even close, in fact. 


Michael Jordan and Bugs Bunny. Why? 


JVC serve up something of a rare 
treat, Very rare, in fact. 


Games T-shirts 


|REGULARS — 


Loading 1 


With Summer in full swing we look at 
the Freebie Collection. ‘Play clothes’ 
worn by journalists and developers 
over the years. After all, if you play it, 
flaunt it. 

Oddworld profile _84 
Lorne Lanning and Sherry McKenna 
have CVs as long as your arm and 
names straight out of Knotts Landing. 
Collectively they are Oddworld. 
Made inthe UK _88 
We make PlayStation games that are 
the envy of the world. This month 
over eight pages we round-up the 
great games currently being developed 
here in dear old Blighty. 


Richard Branson's company have 
always lead the way in innovation and 
creativity. They're now publishing 
PlayStation games with great success. 


All the latest news on PlayStation. 


Subssrinti 5 


Sign for a year and get a free game 


Lotions 5 


Just what have you been saying? 


[rr 


All your queries answered 


Back Issues __113 


Complete your PSM collection. 


‘All you need to know about Jonah 
Lomu Rugby , C&C and others. 


The complete instructions of how 
to play this month's cover games. 


Crystal Dynamics main man. 
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m or once E3 was devoid of big 
Sa announcements. What is now the 

| biggest games show in the world 

j has also recently become a 

=> platform for the release of 

stunning news from the big three of Sega, 
Nintendo and Sony. This year, however, no 
price cuts were revealed to gasping 
journalists. No lavish parties were thrown to 
celebrate the launch of PlayStation 2. And 
no jingoistic our-console-is-better-than- 
yours arguments were entered into. 

What was apparent, however, was Sony's 
continued commitment to providing a huge 
base of games for the PlayStation owner. In all 
there were 145 PlayStation games 
present in Atlanta with at least 100 
of the games set for a release in 
the UK before the year is out. This 
dwarfed the number on show 
from Nintendo and Sega, with 
the latter only having some 30 
or 4o games on display. 

Sony's message at the show was ‘Our 
games speak for themselves’ and with titles on 
display such as Final Fantasy Vil, Crash 
Bandicoot 2, Resident Evil 2, Time Crisis, 
Colony Wars and Tomb Raider 2, there could 
be no accusations that quality was suffering as 
a result of quantity. 

Perhaps the most exciting of all the 
PlayStation games on display though was 
‘Metal Gear Solid from Konami. This, together 
with more on £3 and the 25 Most Wanted 
PlayStation games at the show are detailed 
‘over the next two spreads. 

(One announcement Sony did make 
though, concerned the current number of 
PlayStations that have been sold. Up until the 
end of May, some 16 million PlayStations had 
been shipped worldwide. And while this is a 


huge figure, Sony believe that a staggering 
31.5 million will have been sold by the end of 
the financial year in March 1998. 

These are figures which firmly 

establish the PlayStation as 

the most important 


console currently on the | | 
games market 


Stars of the show 


SONY are hot fovourites to win the 
rights to the Spice Girls game, with 
Nintendo and Sega also in the running 
Not content with being flavour of the 
month in the pop world, top of the book 
best-sellers list, and future stars of 
screen and TV, the Grrril Power group 
now really, really wannabe in their owe 
videorame. 

There is debate over what form the 
game will take. One suggestion is that 
a Tomb Raider clone could see the 
running amok, very sinlar to the 
Wannabe video. A platform adventure 
could also be a possibility, while 2 
PaRappa-style game could be great fue 
Whatever form the game takes, it 
likely that Sony's huge userbase and 
Jinks with the music industry would make 
them favourites to get the game 
Certainly the bookies see it that way. 


Crash 2, Resident Evil 2 and Time 
Crisis, just some of the show's stars. 


& 


(1) Rhona Mitra, the 
‘veal’ Lara Croft. (21 


pang vio of the stars most in demand at the 

show in Atlanta were Bruce Willis and 
GB Rhona mitra, Bruce Willis was there with 
Activision answering questions on Apocalypse, 
in which he has been motion captured as a 
‘buddy’ for players to control. But you'd have 
been forgiven for not recognising the name 
Rhona Mitra. Her outfit can leave you in no 
doubt, however, that she is the real Lara Croft 
and star of Tomb Raider 2. Rhona was there 
with Eidos promoting the sequel to Tomb 
Raider and taking journalists through her 
moves. For more on Bruce, turn to page 32 for 
an in-depth look at Apocalypse. Meanwhile on 
page 27 you can read about a Day in the Life 
of the real Lara Croft. 
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Show stoppers 


Apocalypse was the 
the bunch from Activision, 
backing up their claim that 
they mean business in the 
PlayStation market. Bruce 
Willis is the hero in this 3D 
action adventure. 


e could have printed a host of 
pictures showing lines of 
anonymous journalists and 
programmers queuing in front of 
blurred monitors. We could have 

printed quote after quote from company 

figureheads on the state of the industry. But 
at Atlanta this year, the E3 show was all 
about games. And so that’s what we've 
concentrated on. 

There were close to 150 PlayStation 
games at the show and we will be bringing 
you details on all of them. For now though, 
we've concentrated on the pick of the show. 
After much deliberation, we have decided on 
the most important 25 games in Atlanta and 
have detailed them over the next four pages. 
These are the games that people will be 
talking about for the next six months - make 
sure you remember their names. 


Apocalypse 

A Bruce Willis lookalike was on hand at 
Activision's impressive stand where the large 
crowd were mostly there to see Apocalypse. The 
futuristic 3D action adventure is packed with 
frantic shooting and has a strong plot, but it's 
the range of camera angles and the presence of 
digital-buddy Bruce Willis which really sets it 
apart. A mix of Doom and Resident Evil, more 
details of which are available on page 32. 


Captain Blasto 

Although little more than 20% completed, Sony 
have high hopes for Blasto. A 3D galactic 
adventure in which Blasto battles an 


unstoppable force, the game did litte to 
impress, but with a release date still not 
confirmed and backgrounds barely in place, 
Sony must know something which will mark this 
title out for success. 


Castlevania 

Latest in the long-running saga of Castlevania 
titles, and the first on the PlayStation, 
Castlevania — Dracula X is simply a re-vamped 
(excuse the pun) version of the 16-bit game. 
Polygons take over fram sprites and back- 
grounds are enriched, but general feeling is that 
greater improvements could have been made. It 
will still prove a very popular title though. 


Colony Wars 

With five titles on display, Psygnosis had an 
impressive show. Colony Wars, their fast 
moving, graphically-brilliant space combat game 
rivalled the Fi sequel and G-Police as the pick of 
the bunch. What impressed the crowds most 
was the light-sourced, fully-textured, hi-res 3D. 
environment. 


The cream of Atlanta 


Cool Boarders 2 

After being something of a surprise success, 
Sony seem to have put genuine effort into the 
sequel and it could eventually become an 
essential race game. Certainly the split-screen, 
two-player mode is very playable and had the 
crowds addicted. 


Ironically, the sea 
Crash is the game 
Naughty Dog always 
wanted to make, and with 
around 100 levels and a 
play area twice the 
size of the original, 
you can see why. 
Better looking and 
better playing, this 
follow-up 
platformer will 


again do very w 
We have more on the title 
on page 46. 


Meanwhile at the Psygnosis stand, 
Colony Wars was heavily praised by all 
that saw it. Psygnosis had an 
impressive array of games on display, 
cluding the sequel to FI, as well as 
Rascal and G-Police, but it was their 
space-combat game which took the eye. 


Croc 

‘One of many Mario-styled games at the show, 
Croc is a 3D platformer with a very cute lead 
character and great graphics. Together with 
Rascal, this was one of the better Mario- 
wannabes at the show, and one of the best 
pseudo 3D games yet seen on the PlayStation. 
The Fox Interactive release is due out in 
September. 


Deathtrap Dungeon 
The long-awaited title from Eidos which 
is the product of lain Livingstone’s 
Dungeons & Dragons gaming past 
was third in the pecking-order on 
the Eidos stand, but was much 
appreciated by serious gamers, The 
eerie adventure will be covered 
by us in more depth next month. 


Fighting Force ie} 
Although somewhat shadowed 

by Tomb Raider 2, Fighting Force 

was nevertheless warmly greeted 

in Atlanta. Playing like a 30 

adventure, the game takes beat 

‘em ups in a whole new direction 

due to its clever interaction of 

characters with scenery (cars can be 
dismantled to make weapons for instance). 
Backdrops vary and the four main characters all 
have around 50 moves. More of this great game 
can be seen on page 44. 


Final Fantasy VII 

The biggest game ever released in Japan, over 
3.7 million copies of Final Fantasy VII have been 
sold for the PlayStation. The epic fantasy 
roleplaying game, full of humour, magic and 
adventure is now due out in the UK and the 
crowds were hugely impressed by its superlative 
graphical splendour. 


Formula One ’97 

Although in many respects people knew roughly 
what to expect from this title, the ‘Stations on 
display were still in great demand and crowds 
were impressed at the improvements made to 
the title, Notably the split-screen two-player 
‘option was considered a great success. 
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Final Fantasy VII is the biggest selling 
PlayStation game ever in Japan, and it 
at E3 long to realise why. 
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Gex 2 had many 
admirers. Not least for 
its huge variety of 


Lost World: Jurassic Park 
was EA's biggest game of 
the show. Bigger even 
than their sports titles. 


Yet another of the Mario clones, but like Croc, 
this is one that is actually of some note. 
Programmed by the increasingly influential 
Crystal Dynamics, this will make people look at 
the Gex character in a completely different light 
because the gameplay is such a vast. 
improvement on the original platform outing. 
Lots more on this particular title next month. 


After lofty claims that it would be the Christmas 
number one, people are starting to believe that 
Psygnosis may have a point. The helicopter 
shoot "em up ~as ever, set in the year 2097 — 
has very impressive FMV sequences blended in 
with intense gameplay. Crowds had a blast. 


This 3D puzzle game is immediately addictive 
and wasted many a show-goers valuable time as 
it proved difficult to get away from. Likely to rival 
Bust-A-Move 2 as the console’s most addictive 
game, this puzzler sees you controlling an on- 
screen player who has to dispose of 3D blocks in 
a systematic sequence. Has to be played to be 
understood, but once you start... 


Electronic Arts have predicted sales of 500,000 
copies of Lost World in Europe before the end of 
the year. Although that boast sounded bullish, 
there is no doubt that this tremendous license 
will be backed up by thrilling action and some 
stunning graphics. 


Judged by many as the game of the show, Metal 


Gear Solid is a tactical espionage game with 
many brilliant graphical effects. Konami believe 
that the game stretches the PlayStation further 
than it ever has been, and few at the show 
would have disagreed, « 


Talked about as a combination of Tekken and 


Resident Evil, Nightmare Creatures is a 3D action 


adventure set in London in the early nineteenth 
century. There is a great mood to the game, 


together with smooth animation and backdrops, 


and a host of characters, 

Show-goers were obviously impressed by 
the game's originality and for more details, see 
our PrePlay on page 76. 


The big hope for GT interactive is the ground- 
breaking Abe's Oddysee, the first of a series of 
five Oddworld games. With a seamless mix ofF 
film and animated gameplay, and a 
communication system which gives characters 
the ability to converse, opinion was split over 
the title. You can of course make your own mind 
up next month when we have a complete extra 
demo CD of the game. 


Metal Gear Solid was 


the best PlayStation game 
of the whole show. 


We have more on Crystal Dynamics latest outing 
on page 36 this month, but crowds were 
astounded by the psychedelic graphics of this 
platform sequel and the bizarre nature of the 
gameplay and its characters. Brilliant to watch 
and even better to play, this will please console 
owners of all ages. 


The ultimate party game and creator of its own 
genre, the musical adventure, this quirky ttle 
had the crowds in hysterics and you'll see why 
as soon as you get the chance to rap. Funny 
characters, catchy tunes and very addictive 
gameplay, this was a much appreciated title. 
Look out for the review soon. 


Rapid Racer 
This month's cover game is totally unique in 
terms of racing titles. The unique replication of 
wave patterns, together with over 250,000 
fractal-generated courses is quite unrivalled, 
Realistic handling, dynamic 
racing and hi-res 50 
frames per second 
action had the crowds 
amazed. See exactly why 
on page 66, 


Resident Evil 2 
Predictably crowds were huge for the Capcom 
title, Still not due for release until next year, it 
nevertheless drew admiring stares. 


improved graphics, characters and backgrounds 


the title is eagerly awaited. In the meantime, 


Resident Evil: The Directors’ Cut will be released 


to fill the void for Resident Evil fans. 


Street Fighter EX3D 

Much-hyped, but perhaps not quite up to the 
standard people had expected, Street Fighter's 
latest incarnation prospered mainly due to the 


lack of Tekken 3 at the show. Still likely to be a 


massive hit on its release, the title will be 
monitored with interest. 


Time Crisis 


Special agent Richard Miller moved from arcade 


to console with great ease as Namco showed 
Time Crisis to an appreciative audience. 


Although slightly less detailed and textured, the 
game was virtually unchanged in the transition, 


and together with the GunCon 4s light gun - 


which will be packed in with the title - it should 


prove a massive hit this year (a PrePlay of the 
title can be found on page 62). 


Tomh Raider 2 

With the ‘real’ Lara Croft on site and not an 
unused PlayStation on the stand, Tomb Raider 2 
was one of the most eagerly sought after games 
in Atlanta. With brand new locations, numerous 
refinements, a smoother control system and 


nother ear sought after game at the 
even greater graphical deta it didn't chisel anak carconaly 
disappoint. For more details on the Pp didn't disappoint. Lara was 
game, tur to page 30. mre] as popular as ever. 


All bets are off 


Surprisingly, there were no major 
surprises at E3. Events predicted for E3 
had included details on new hardware 
such as the Mz being revealed, or Sega 
talking about their plans for Black Belt. 
At the very least Nintendo were 
rumoured to be showing off the N64DD, 
but all three deflected questions on any 
of their future hardware plans. 

Price cuts were the next area 
threatened with announcements, but 


Sony, Sega and Nintendo have held firm 
for now, with any price-cuts presumably 
being held back for Christmas. 

Even more surprising was the lack 
of arguments and shouting amongst th 
console big guns. If anything, there 
seemed simply a united front of 
optimism towards the whole games 
industry and the resurgence it 
is undergoing. Now who would 
have bet on that? 


ASTEROIDS 


SUPER 


BATTLEZONE Ta aNp 


Gbmipway 
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The land of hope 
an 


y } 


From Essex girls, to Boyzone in Blackpool, the 
UK is the place to be if you’re interested in all things 


0 ry PlayStation. Who needs Atlanta... 


Blackpool: pubtins very own, Boyzone, 
flew over to Blackpool Pleasure Beach earlier this month 
to sing at the grand opening of the ‘PlayStation’, a new 
ride which sees you catapulted 21oft up a metal frame 
before you plummet to the ground in freefall. 

After performing some of their greatest hits (10 
minutes work at most), the dreary Dubliners got a chance 
to be some of the first people to try it out. And 
unfortunately it turned out to be quite safe. 


Warwickshire: fotiowing on from the 
success of Jonah Lomu Rugby, Codemasters have announced 
details of their latest project, the official game of the 
RAC/AutoTrader British Touring Car Championship. 
Like the new Psygnosis Fi ’97 all the figures are based on 
the current season so you'll be able to take John Cleland’s 
Vauxhall Vectra out for a spin around Brands Hatch or Thruxton. 
To add to the racing atmosphere Top Gear racing bloke, Tiff 


Sheffield: cremin 


Interactive, one of Britain’s largest 
software companies, have announced 
plans to float on the Stock Exchange 
later this year. Valued at £45 - £50 
million pounds, the company are 
looking to raise the funds to boost their 
already impressive line-up. 

Established by lan Stewart in 1984, 
Gremlin interactive first tasted gaming 
success with the wonderful Monty 
Mole and Thing on a Spring. Recent 
titles include Reloaded and the 
excellent Actua Soccer. 

Company founder and joint chief 
executive, lan Stewart, said: ‘There is 
‘such an appetite for our games that we 
are planning to double the number of 
games titles we release annually’. 

Gremlin also recently bought 
Dundee codeshop DMA Design. 


Neede! will be providing pre- and post-race commentary. 
Other driving features will include realistic crashes and 
racing speeds in excess of 
a6omph. All 16 cars have 
been laser-scanned to 
heighten accuracy and the 
developers have called on 
the original track data from 
the Ordinance Survey, with 
all tracks being accurate to 
within 8omm, 


LONCON: with the tatest Batman fim riding high in the charts and plans 
announced for new Superman and Spiderman films, we knew it wouldn’t be long 
before a superhero game appeared on the PlayStation so there was little surprise 
when an early copy of Capcom’s Marvel Super Heroes popped on to our desks. 
Featuring some of the best comic heroes ever to 
appear in print, the Street Fighter-style gameplay 
allows you to control such wonderful characters as 
the Hulk, Spiderman and Wolverine. It looks great. 


ESSEX: one man was arrested when Essex Police, working in conjunction with ELSPA investigators, 
seized a large haul of imported counterfeit PlayStation software when they raided a house in Loughton 
earlier this month. The gold discs were due to be sold by mail order for the sub-Platinum price of £15. 

Head of ELSPA (European Leisure Software Publishers Association ) Crime Unit, John Loader, said: 
“Piracy and counterfeit costs the industry over £150 million each year. This is one of the largest raids the 
Crime Unit has initiated and we have succeeded in taking out one of the main players dealing in imported 
counterfeit CDs’. ELSPA have seized £10 million worth of CDs so far this year. 


(UNITED STATES | COLUMN | 


Fast cars and fast women this month, with Lara Croft, Elizabeth Hurley and the 
Spice Girls all cropping up in our American column 


ara's hair's gotten longer. Yes, this 
is the single most exciting piece of 
news for American gamers right 


now. Not that the scene's sleepy 


over here. Far from it, It's just that 
Tomb Raider 2 renders everything else prosaic 
and dull. First screens-shots of the game hit 
US websites a few weeks ago, and sent traffic 
numbers up through the murky caverns of 
mediocrity and into stellar heights. 
Newsgroups hummed with genuine excitement 
about one of Britain's greatest exports. Initial 
impressions of the game are a mixture of 
‘gape-mouthed admiration and muted 
disappointment. It's very like the original 
which is not necessarily a bad thing. 
‘Additions include more enemies, less straight 
lever-switching, more moves, dynamic lighting 
and more interactive environments in socially 
busy situations. That, and the fact that Lara 
hhas longer hair. 

Meantime, American business 
magazines have traded in their old 
pictures of the Fab Four and Carnaby 
Street when illustrating articles about 
Britain's Latest Renaissance. Now we get 
the Spice Girls and Lara. American 
gamers were recently asked to vote on 
who should play Lara in the Hollywood 
film of the game. Most of the vote was 
jt between Elizabeth Hurley and 
Sandra Bullock with Liz getting the edge 
because of her ‘cute’ English accent. 

And so on to Freakin’ Fast - or should 
that be Running Wild? Publisher Universal 
changed the name of the game due to 
“copyright issues’, though there are some 
who suspect that it's yet another 
example of a bland safe bet gainsaying a 
game-name which actually looks 
interesting. 


NASCAR Racing trom Electronic 
Arts provides some excellent 
racing, has superb graphics and 
is one of the most sought after 
licences in America. Certainly 
more so than Formula One. 


Blue Shift's Running Wild features six 
characters that must race against each 
other on foot (an innovation in itself). 
Players can choose to be a speedy 
rabbit, a strong elephant, or manifold 
other humanoid-animal characters. 


Imagine Crash Bandicoot meeting Wipeout 


and you've got a rough idea. Platform 
elements and power-ups add extra 
dimensions along with the inevitable 
changing racing conditions. 

Still on a racing track, watch out for 
EA's NASCAR. After the success of 
Andretti Racing, EA wisely decided 
against slapping a '98 on a slightly 
updated title, and instead revamped the 
engine, added an entirely new licence, 
and created a whole new racing 
experience. For US racing fans, few 
licenses could be better than that of 
NASCAR. (In this country we are largely 
ignorant of the far superior joys of 
Formula one). The sport has been 
growing remarkably in recent years and 
offers drivers who are quickly becoming 
as popular as proper sports stars. 
NASCAR '98 provides some excellent 
racing with a solid visual flair, The game 
features 17 tracks, of which 10 are real 
plus seven fantasy tracks. With races 
against 23 computer opponents, the 
game is a bit of a thriller. Cars often 
bump into one another at top speeds, 
and the physics engine models the 
deranged results nearly perfectly. 

The vehicles deform in real-time 
showing the damage they acquire during 
the race. NASCAR '98 is one of the most 
enjoyable racers for the PlayStation, 
and when it is finished later this year 
it might even challenge Psygnosis' 
Formula One '97. 


Other games which US players have an 


eye out for in the near future include 
two movie licenses. The Lost World 
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looks marvellous at gameplay stage, and 
sounds much like the tremendously 
exciting but ultimately crap movie of the 
same name. Watch out for niggling 
doubts about gameplay though. Batman 
and Robin, meantime, could be Acclaim's 
surprise hit. The game is a departure 
from the last several Batman titles which 
were critical flops due to their unoriginal 
platform gameplay. Batman and Robin 
completely turns away from the platform 
gameplay and instead offers a huge 3D 
environment for players to explore. 

Acclaim has used some of the tricks it 
learned while working on Turok. It has 
utilised something similar to the random 
moving warps in Turok to offer fresh 
gameplay in every level. As a player 
moves through the world to complete 
missions, random criminal events 
‘happen’ along the way giving players a 
chance to intervene. 

And finally. This column has recently 
reported Sony USA's strained relationship 
with sections of the press following a 
series of leaks from within its 
organisation. The unpleasantness reached 
a zenith when a top Sony official was 
quoted in a trade paper stating that the 
country's leading games website had 
‘really fer" themselves’ after publishing 
some screenshots without Sony's 
permission. In fear of this manner of 
preposterous machismo posturing, most 
of the games press in America is 
cravenly subservient to Sony. Thankfully, 
not all of them are so willing to hide 
under the table every time some 
unnamed corporate weasel shouts nasty 
words. The screenshots stayed 
up. Hurrah for the First 
Amendment. God bless America, 


Lost World: Jurassic 
Park, is likely to rival 
Turok as THE dinosaur 
game on the PlayStation. 


Robin looks set to rid 
Acclaim of their reputation 
for shoddy platform games 
sold on the back of a film 
licence. At last. 
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Following on from the successful film, those 
masters of film tie-ins, Acclaim have picked up the rights for the latest 
Batman film, Batman and Robin. 

Having been rightly slated for their, frankly crap, Batman efforts in 
the past, Acclaim are working hard to make sure the fourth incamation is 
much better. Early impressions are positive with certain quarters 
describing it as a gothic version of Tomb Raider. High praise indeed 
but from what we've seen so far it may not be that wide of the mark. 


It’s not often you get 
a game which pokes fun at Greek Mythology, 
mainly because few people know about it. 
Virgin chose Herc’s Adventures. 

After choosing which famous Greek bloke to 
play, Hercules, Atlanta or Jason, players dash 
off on their quest to save ‘the cradle of western 


Considering his game isn't even 
out for another couple of months Abe is certainly getting a 
hellova lot of publicity. Billed as Sony’s Mario, the little 
bloke from Rupture Farms is already gracing T-shirts and 
keyrings across the globe. 
GT Interactive, European 
publishers for the Oddworld 


civilisation’ from oblivion. If you don’t know games are backing the 
your classical history, that’s Greece by the way. September release with its 
Each character has their their own special biggest ever marketing spend 


trait to help them fight nasty God Hades and 
rescue God of Fertility, Persephone, before the 
mortal world withers and dies. 

Itall sounds very serious and high-brow but 
given that LucasArts are producing the game it 
‘ought to be one to look out for. We'll have 
more details next month. 


The World of 


‘New York, London, Paris, Munich, 
everybody talk about PlayStation’. Not quite the 
correct song lyrics but far more appropriate to this 
spread. So here’s what’s going on in the world. 


to make sure it does as well 
as they hope. See our disc 
next month for more! 


Tokyo: Fresh from their recent PlayStation 
conquests of Rage Racer and Soul Blade, Namco are 
set to turn the platform world upside down with their latest 
outing on the PlayStation, Kronoa. 

You play the eponymous hero, a curious boy living in 
the village of wind, on a quest searching for the last 
remains of the Phantomile, a mystical country which 
disappeared 600 years ago. 

Helped by his fairy friend Huppo and a magic ring, 
Kronoa’s quest takes him through six different stage: 
With gameplay essentially the same as Crash Bandicoot 
and Namco's usual flourishes, the game ought to be 
special. We do worry about the dubious storyline, though. 


Tokyo: The year is 2029, 
the game is Ghost in the Shell, 
and biology and cybernetics have 
become one science with humans 
given direct computer interfacing, 
prosthetic limbs. 

All this progress hasn't stopped 
terrorism and wars erupting around 
the world. You play Major Motoko 
Kusanagi, a semi-cybernetic agent 
sent to maintain peace...at any cost. 

Recently described as ‘Jumping 
Flash for adults’, Sony have big 
things planned for this Manga marvel 
when it is released later in the year. 
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Tekken meets Tamagotchi, and murders are rife in a city hospital in the latest news 


from the home of Sony 


(1) and [23 Parasite Eye trom SquareSoft. Adapted from a successful 
nese novel, this arcade adventure could be better than Final 
Fantasy VIF. {3} and (43 Midnight Run, a very technical racing game. 


m 2 


idnight Run, from Konami, also 
known as Road Fighter 2, is an 
arcade-style racing game which 
takes place in a town full of real 
traffic. Despite its Ridge Racer 
appearance, Midnight Run is a far more 
technical game, and the player has to 
statom between the cars and avoid small 
vehicles to achieve any success. As in the 
arcade version, the PlayStation game offers 
three courses - Sunset Trial (easy), 
Starlight Heat (Medium) and the gorgeous 
Midnight Run (Hard). There are four 
ifferent sports cars from which to choose, 
with varying colours and the option to 
choose either a Normal or, for expert 
players, a Tuned car. Players can luxuriate 
in two different views, and although a 
back mirror would have been welcome, 
there is also a proximity radar 
similar to Daytona which works 
fairly well. The version of 
Midnight Run presented at the 
‘Tokyo Game Show was very early 
and this version is still far from 
convincing, with high-pixelisation, 
blocky polygons and bad collision 
calculations. However, the game is in 
early stages of development and its 
graphics are sure to have been improved 
by the time it’s released. 


: S80/880— i380: 
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combo of RPG/Beat 
*em-up/Tamagotchi 
that is Monster 

Farm, a novel — . : 


= SNA az 


Tekken meets legendary programmer 
Tamagotchi In Tecmo's artificial life game, 
‘Monster Farm, which is due out this summer. 
The object of the game is to raise monsters 
and then prepare them for arena fights, during 
which the monsters act independently, their 
success determined by how well you've raised 
them. Monster Farm is an innovative 
PlayStation game and is the first to use a data 
disk — Tecmo are planning to release a second 
disc containing more than 250 additional 
monsters. Normal music CDs may also be 
introduced during the game and the monster's 
education will be influenced by the type of 
music. Monster Farm is the first artificial life 
game on the PlayStation and should benefit 
from the positive Tamagotchi influence. Expect 
many more to follow. 

Back in the world of straightforward beat 
‘em ups, Dragon-Ball GTis the latest in the 
long line of polygonal fighting games due to 
be released by Bandal. It uses all the features 
that made the original Dragon Ball games such 
air combat and impressive combos 
— but all the fights in the PlayStation version 
are in real-time 3D. 

Parasite Eve was initially a successful 
novel which was then adapted as a movie last 
year in Japan. SquareSoft are to release a 3D 
adventure game of the same name later this 
year. The action takes place in New York and 
the heroine is Aya Brea, a young detective. The 
game is set in a 30 mapped world, in which 
Aya has to follow her investigation through a 
dark NY infested with monsters. Graphically it 
looks even more gorgeous than Final Fantasy 


success 


Vil, but currently Square are playing their 
cards very close to their chest on this one. The 
game is being co-developed by a team made 
up of Japanese and Americans, and appears to 
be aimed at an older target audience. The 
whole thing is a much more ambitious project 
than Final Fantasy Vil, with Square enlisting 
the help of CG Professional from Hollywood for 
the graphics. The director is Steve Gray (True 
Lies and Apolo 13) and the Art Director is 
Darnell Williams (Casper). The scenario is 
constructed by Takashi Tokita who was 
responsible for the Final Fantasy IV scenario, 
as well as Crono Trigger and Final Fantasy Vil. 
Similarly, battle and character design will also 
be done by former members of the Final 
Fantasy VII team. 

Also from Square is Chocobo De Battle 
which is likely to be their first arcade game. 
The game is being developed by Square USA 
and is a fighting game designed by some 
brilliant CG movie specialists, including Paul 
Ashdown (Jurassic Park) and Ron Sabatino 
(Batman Forever). 

Finally, Maria is an adventure game, from 
Axela. Set in a hospital, the aim is to discover 
why a new patient (the eponymous Maria) has 
been admitted. Already infamous for the ways 
in which your character may be mutilated 
during the game, Maria was previously 
released on PC and PC 98 (Japanese PC 
format) and has experienced much success. 
Because of its frightening content, however, 
the game was censored. The 
conversion should hopefully be iy 
released in time for Christmas. 
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The Gallup top 20 of 
PlayStation games on sale 
now, With last month's 

placings in brackets. 


pr HEID AT poREND YaST 


Chart/rack 


g | dos set to be released 


ith the first batch of Platinum 
games proving incredibly popular, 
retailers knew it wouldn't be long 
before a second range was 
announced. So when Electronic Arts 
announced plans to release five of their first 
generation titles the only surprise was the 
length of time it took to release them 
Expectations were high, as classic games 
like PGA Golf ‘96 and FIFA '96 were included in 
the range. Steve Slater, of Game in Sheffield, 
reports that sales have been encouraging: 
“Most have been going really well, with PGA 
Tour ‘96 selling the most’. Strangely enough it 
was our favourite in the group, Fade To Black, 
which was the least successful 
With customers warming to the Platinum 
range, we wondered which other games would 
be next. It turned out to be Gremlin Interactive 
with Actua Soccer and Loaded followed by 
Ocean with Worms and True Pinball all to be 
released in July. Next up will be Bust A Move 2 
and Alien Trilogy, both from Acclaim, If you're 
wondering which title to buy, PSM recommend 
Bust A Move 2 it might be old but i's still the 
best puzzle game on the PlayStation. 
The two from Acclaim will also hit the | Af 


shops in July. Levene] 


Ina month when two of the most anticipated PlayStation games for the 
last three months were finally released, sales were bound to be buoyant. 
Geoff Knox, manager of 101 Computer Games, spoke of this month's 
releases: '/SS Pro has been incredible. It was a total frenzy over the 
weekend — it seemed everyone wanted to get hold of a copy. It just 
proves that if the gameplay is good then all the rest is trimmings’. Rage 
Racer sold well, as we'd expected. ‘It sold a lot but nothing like /SS Pro, 
though it'll probably end up selling more than /SS Pro in the long run’. 
Next month shouldn't be such a bad month, either, with games like V- 
Rally and Syndicate Wars finally reaching the shops. Other than these two 
it could be worth you looking out for one or two bargains. 


ON SALE NOW! 

Information supplied by 101 Computer Games Luton. 

Monster Trucks Paygnosis. PSMLT 70 
Syndicate Wars __ __ Electronic Arts _ PSL 9/10 
V-Rally. = Ocean PSM. 9/10 
Transport Tycoon Ocean SMO 6/10 
Machine Hunter Eidos Interactive__P5M22___7/10 
Swagman - Eidos Interactive PSM20 6/10 
PowerPlay Hockey _ —_Virgin Inc__ PSM20 mo 
Tokyo Highway Battle THO PSMi9__7/10 
Nanotech Warrior Virgin Interactive ___——PSM9_5/10 
Trash-lt GT Interactive PSMIS 6/10 


MMENDS 


Any fan of racing games must own a copy of Rage Racer, 
it’s a simple as that. Rather different to the two 
predecessors, Rage is a much more dark and accurate 
take on driving with a lot more technique required to be 
successful, Give it an hour and you'll be hooked. 


‘Syndicate Wars 
Initially due for release a couple of months after the 
PlayStatin’s UK release, Syndicate Wars is finally released 
this month. There are few games with the same level of 
depth as this Incredible game. A truly violent look at the 


future, Marvellous stuff 


Rally 
Designed to be as accurate as possible, V-Rally is 
probably the most realistic driving game on any system. 
Playable in elther arcade or simulation mode, you'll 
initially find it difficult to stay on any of the 45 tracks. A 
truly wonderful game once you're well practiced. 


ISS Pro 
It's been three months since we reviewed /S5 Pro but 
thanks to that bane of our life, slippage, it has only just 
reached the shops. If you only get one game this month 
get this one, its by far the best football game ever 
‘made. A perfect combination af graphics and gameplay. 


ee 


BUILD THE 


ULTIMATE GOAL 


SCORING..MACHINE 


i BRA 


“WONDERFULLY IRREVERENT AND RIDICULOUSLY PLAYABLE” 
90% TOTAL PLAYSTATION 


“The ultimate Playstation challenge for alll soccer 
fans! Build yoursperfect dream team! Not only 
does All| Star Soccer let you dictate the tactics, 
formation) and playing style of your squad, but 

actually lets you create custom players with just 
the right mix of skill) speed and intelligence, If 
you thought all football| games are the same, 

then you haven't played All Star Soccer!” 


-<B" and “PlayStation” are rademarks of Sony Computer Entrant 


ALLSTAR SOCCER © &.© 1997 E1D0S INTERACTIVE LIMITED, ALL FIGHTS RESERVED. 
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GREAT MOMENTS 
IN VIDEOGAMING 


Number 21: 
Actua Golf 2 A hole in one 


There you are, you're stood at 
the tee, your partner has just 

pulled offa fantastic drive 

T ld be envious 
of and you're in trouble. You 

look down the fairway and the 


pin is just in range. You adjust 


your stance, the wind is 


perfect so you take a swing, 
ack! Th airborne. It 
looking good, it's looking 
good, it's looking fantastic 
fy hell it e 
e just pulled off 
hole-in-one, You smugly turn 
y ‘Beat 


Retro footie 


ith the trend in retro footie games 

leaking onto the market it was 

only a matter of time before some 

of the greatest games in the 

Amiga football catalogue made 
the transition to the PlayStation. 

The most popular football game ever 
written, Sensible Soccer, still prompts people 
writing in, begging us to ask Sensible to 
develop a PlayStation version. We found out 
recently that plans are in the offing to bring 
this title to Sony’s machine, Hopefully the 32 
bit influence won't harm what was a wonderful 
footie experience. 

In the Amiga years, though, opinion was 
always divided when the title for the best, 
football game was being handed out. While 
most went for Sensible Soccer, there were 
always hardcore fans who prefered Dino Dini's 
Kick Off series. This battle is soon to be 
repeated with Anco currently hard at work on 
a PlayStation Kick Off. 

While we're talking about really old 
football games it would be remiss of us not to 
mention the latest news about the FIFA series, 
itself dating back to 1993. EA have just 


ere we go, here we go... Again? 


announced how they intend to use their 
official World Cup licence. In a cheeky move 
they will be releasing a FIFA: Road To World 
Cup 98 based on the qualification stages. 
Closer to the actual finals they will be 
releasing the proper World Cup title. 
The big question, of course, is 
how these games will fare against the | Jf 
modern classics of /SS Pro and Actua, (ot 


3 


Sensible World of 
Soccer, surely the 
jest footie games 
hhefore ISS Pro. (2 
Kick Off always gave 
Sensible a good run 
for its money. (33 FIFA 
‘93, arguably the best 
16-1 


Analogue pads 


It’s all in the thumbs 


In the meantime, sales in 
Japan have been very swift, with 
UK import companies charging 
between £35 and £60 for one. 
The UK price has yet to be 
finalised but it is expected to be 
somewhere between the lower 
import price and that of a normal 
pad. There are already a few 
games on the market which can 
be used with the new controller 
such as Porsche 
Challenge, Rally Cross 
and MechWarrior 2. 


© sooner have Sony 
Japan released the 
new analogue pad in 
Asia than Sony 
Europe announce 
plans to bring the new 
controller to the UK. Featuring 
two analogue controls, 
different shoulder buttons and 
an effective rumble pack, the 
controller is really nice to use. 
Details are sparse at the 
minute for the UK release with 
rumours suggesting the 
European controller won't have 
the rumble effect. Sony will be 
providing more details closer to 
the release date. 


Your thumbs fit nicely in 
the bow! of the analogue 
controls and don't slip 
as often as we thought 
they would. A lovely 
piece of 


he folks have been 
T working overtime 
this month to make 
sure the latest 
issue of 
PlayStation Power is as EW THE. 
good as the rest of them. If Jad re 
not better... y 

The main feature of the 
month is how to get 
the perfect job in the 
PlayStation industry 
pi from magazine editor 

to games 
scriptwriter (watch 
out for a page from 
the Editor of the 
Official UK 
PlayStation 
Magazine, no less. 

Their big game of the month is 
Crash Bandicoot 2 with a massive six page feature telling you pretty 
much everything you could want to know about the lil’ critter. Its full of 
exclusive material never before revealed, 

There's also another wonderful cover-mounted tips guide featuring 
in-depth hints, cheats and player's guides for Rage Racer, Iss Pro, and 
Excalibur amongst others, as well as, incredibly, ratings for every game 
ever released. Add this to all the usual up-to-date news and reviews, 
and you've got another winning issue. At only £2.95 you simply 
have to out and buy it. You know it makes sense. Watch this ey 
space next month for the new look Essential PlayStation! ™ 


RUSH * 


ate trademarks of Sony 
puter Entertainment Inc 

let Proof Sofware, Inc. © 1996 Genki 
Rights Reserved. Jaleco and the jaleco 
0 are trademarks of Jaeco Ltd 

© 1997 THA Intemational Ltd 
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® 
A VIACOM COMPANY 


Tf YOU'TE constanty beating 
all your mates at your favourite 
PlayStation games, why not enter the 
Blockbuster Games Tournament next 
month where you'll be able to pit your 
wits against some of the best games 
players in the country. 

‘All you have to do to enter is visit 
your local Blockbuster who'll give you 
atime for the in-store heats of Namco’s 
fantastic racing game, Rage Racer. 
Games players with the top 28 lap 
‘times will be invited to a Grand Final 
at the Sports Cafe in London on August 
27 to battle it out. Whoever emerges 
‘successful will receive ‘a games crazy 
fun filled trip to San Fransisco’. And 
the chance to appear in a game 
designed especially for the winner. 

Ityou're interested, heats take place 
between July 21 and August 3 with the 
finalists announced in-store on 


Wednesday August 11. For further 
details contact Blockbuster video on 
01895 258866. 


hat’s th 


Or 


fter last month's appeal for 
different games, we were 
inundated with high scores for 
Cool Boarders. By far the best 
scores we received were from 

Patrick Cowan in Edinburgh. He obviously 

spends a lot of time with his PlayStation as 


he sent an entry for Victory Boxing as well. 
By the time you read this, Rage Racer 
will have been on sale for three weeks, 
giving you ample time to work on your best 
scores. We better warn you though, you'll 
have a job to beat our times. Good luck. 


COOL BOARDERS 

Patrick Cowan, Edinburgh 

Novice Track 

Total Ranking: 7556 points 
Time: 3mo7.320 
Stage One: 22.5355 
Stage Two: 20.790 
Stage Three: 23.048 
Trick Total: 4344 points 
Best Trick: 1250 points 
‘Advanced Track 

Total Ranking: 6662 points 
Tim 2m09.135 
Stage One: 42.213 
Stage Two: 53.223 
Stage Three: 33.699 
Trick Total: 3692 points. 
Best Trick: 1186 points 
Expert Track 

Total Ranking: 7310 points 
Time: 2m18.000 


Ider readers may remember the last 
time the software industry released 
a charity compilation ~ the 
Spectrum and Commodore 64 
compilation tape, Softaid. Since 
then things have been very quiet on the 
charity front until Sony announced plans for a 
charity PlayStation disc in conjunction with the 
Prince’s Trust earlier this year. 
The Prince’s Trust CD uses a similar format 
to our cover-mounted CDs, comprising 10 
playable demos, three videos and a 
competition to win funding from the Prince’s 
Trust to set up a development company. 
‘Among the demos included are the first 
available Yaroze game, the shoot ‘em up 


as 


Imes an 


ayStation highs 


Coo! Boarders is the latest game we've heen getting high scores for, do you 


Stage One: 33.303 
Stage Two: 48:549 
Stage Three: y 55:000 
Trick Totals 3370 points 
Best Trick: 1031 
Total Ranking: 9952 points, 
Time: 1m16.150 
Stage One: 23.641 
Stage Two: 29.343 
Stage Three: 22.691 
Trick Total: 7773 points 
Best Trick: 1905 points 


below? 


RIDGE RACER 
Lee Crowley, Boston. 


Beginner 58.897 
4m57.830 
Beginner extra 59.671 
3m59.699 
Mid-level 48.422 
2m39.810 
Mid-level extra 50.144 
2m47.128 
High-level 1m14,031 
3M53.998 
High-level extra am14.462 
349.096 
T 4mo7.944 
337.531 
TT. extra 3m11.275 
341.841 
VICTORY BOXING 
Patrick Cowan, Edinburgh. 


98 wins, only one loss with 82 title defences 
including 82 KO's, 15 TKO's and one 
decision. And not a single ear bitten | 
off in the process. nnd 


t’s all for charidy, great mates 


Snave, a full Tomb Raider level, Destruction 
Derby 2 and an exclusive Porsche Challenge 
demo. If you fancy a break from playing games 
you can watch the 15 minute preview of 
PlayStation software ranging from MDK to 
Depth, or watch a film about the latest 
developments on the Yaroze system. 

‘As we mentioned earlier, there is the 
opportunity to set up your own games 
development company with the help of the 
Prince's Trust in the design a game 
competition, Runners up can win £750 of Sony 
hi-fi equipment, free SCE games for a year and 
subscriptions to our wonderful magazine. 

Ray Maguire, MD of SCEE, said: ‘We hope 
to raise £250,000 for the Prince's Trust. This 


project is about giving something back to the 
‘age group who buy PlayStations, and 
about proving that video games can 

actually be of benefit’. mo 


DDz2 is on the charity demo disc. 
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predict... 


that next month's top 40 selling 
k like this. What do 
you reckon? If you can get any 
ser to the final 10 than this 
th you t 
you whichever 


games wil lo 


cone. Ans 


usual address, labelled ‘Top 10", 


4, (NE) Rage Racer 
CEE 
2, (NE) V-Rally 
Ocean 
3. (NE) Iss Pro 


Konami 
4-(2) Sout Blade 
CEE 
5. (NE) Syndicate Wars 
Electronic Arts 
6. (4) Tomb Raider 
Eidos / Core Design 
7.(5) Destruction Derby 
Platinum 
8. (8) Tekken 
Platinum 
9: (NE) Fade to Black 
inum 
40, (NE) FIFA 


latinum 
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MENTAL KOMBAT 


This month the boys promoting the 
PlayStation’s two big racing games 
are on the starting grid and rewing 
their brains ready for a few laps of 
our arduous Mental Kombat circuit. 
Guy Pearce from Sony will be 
representing Rage Racer, while 
Nathan Wilson from Ocean is up for 
the V-Rally team. On your marks... 


QUESTIONS 


4. Which Actua games will Gremlin be 
releasing this Autumn? 


2.What is the name of the company set up 
by ex-Rare programmers? 


3. What is the name of PaRappa The Rapper's 
girlfriend? 


4, Who is currently producing Rascal and 
Psybadek? 


5. Which American company developed 
Spider?. 


6. Name two games on the Atari Arcade 
Classics collection. 


7. Of what genreis Psychic Force? 
8, Name three Ocean PlayStation games. 


9. Name three titles from Sony's in-house 
development team. 


40. What's better: Rage Racer or V-Rally? 


VERDICT 


e have a copy of Rage Racer in the office ready to give 
away to the person that answers these questions faster 


Name: Nathan Wilson Age: 26 Job: PR Executive with 
Ocean Favourite games: Cheeky chappy Nathan is a 
footie fan and plays a mean game of /5S Pro. He's not 
bad at Tekken 2 either, but this month he’s behind the 
wheel answering questions for team V-Rally. 


Soccer 2, Tennis, Relations and Spit-throwing. 


2/4 
Eighth Wonder as 
(But unfortunately no Patsy) 
Sunny Funny aja 


| know this, but my memory has gone after 


last night’s PC Gamer party oft 
Boss Studios af 
Missile Command and Centipede 2/2 


Beat ’em up a/a 
Worms, True Pinball and V-Rally 3/3 


Cool Boarders, Porsche Challenge and Total 
NBA ’97 2/3 


It's got to be V-Rally. No problem. a/a 


14 Great scoring by the Manchester lad, 
possibly the highest we've ever ha‘ 


Name: Guy Pearce Age: 23 Job: PR Executive with 

SCE Favourite games: Fly Guy is 2 fast lad into his 
cars, which is lucky as Ridge Racer Revolution and 

Rapid Racer are always at his disposal. This month 

Guy will be representing the Rage Racer team, 


JANATA, Soo OE ieee al 


Soccer 2, Tennis, Ice Hockey and Golf 4/4, 
Eighth Wonder afr 
Sunny Funny afa 
Psygnosis afa 
Boss Studios af. 
Asteroids and Missile Command 2/2 
Beat ’em up aft 
Worms, V-Rally and Tunnel B1 3/3 
Total NBA '97, Porsche Challenge and Rapid 
Racer 3/3 
Rage Racer, obviously. aft 


18— Clinical . No messing, just a complete 
round with no faults. Respect is due. 


The questions 


than anyone else. That's it this month, we won't draw 


them out of a hat, it'll just be the first card we receive wins 
the prize. So send a postcard as soon as you can to the 


address detailed below. 


Answers on a POSTCARD to: 


1) How many tracks in Rage Racer? 


2) How many tracks in V-Rally? 


QuizStation 16, Official UK PlayStation Magazine, 
30 Monmouth Street, Bath BA1 2BW. Entries to us... very quickly! 


3) Who was the main driver in Bullitt? 

4) Tracy Chapman sang about a fast what? 

5) Name two stars in Fast Times at Ridgemont High? 
6) What's the world 100m record? 


INTERNATIONAL SUPERSTAR 


~ SOCCER PRO 


1.S.5,Pro is the champion of all football games! Awesome 
motion-captured teams, players you can actually recognise 
and great playability combine to create the ultimate football 
experience. Also available on Nintendo 64 (£64.99). 


Fape To BLAck 


Fully interactive 3D, a compelling story and breathtaking 
action make this conclusion of the Conrad Hart trilogy one of 
the landmark software releases of recent years — and at the 
new price of £19.99, you really must get it! Look out for 
more classic titles as part of PlayStation’s Platinum collection, 
also at £19.99, 


“Available at participating stores while stocks last. 


tnamco) 


PlayStation. 


Race RACER 


Take to the road for the ultimate racing experience on 
PlayStation for only £39.99! Thirdein a series of windshield- 
smashing Ridge Racers, this game can also be played with 
steering wheel (available separately) to make it even more like 
the real thing! 


Micro MACHINES 


Steer your tiny vehicle around some mind-boggling tracks ~ 
from snooker tables to breakfast tables, No flashy graphics 
but buckets of fun and great value at a new low, low price of 
£34.99! And four people can race against each other 
simultaneously if you buy a multitap. 


THE lost WORLD 


“me ens 


ISSUE 58 OUT NOW 


hitp://www.futurenet.co.uk 
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idos are announcing financial 
results this morning and the 
corporate press have all asked for 
exclusive photographs, so I'm off to 
see my costume designer, Antonia 
Davis, for a few final adjustments. | arrive at 
Antonia’s studio around 10.30 after a hectic 
half-hour journey across London. 

Antonia has designed some really cool 
outfits for pop stars, including Tina Turner. 
She's got my new get-up ready and 
everything's been meticulously tailored to 
ensure that | look as Lara-like as possible, 
She's even going to spray the clothes with 
silicon to recreate the look. Well, 
everything seems to fit perfectly, and | mean 
perfectly — talk about skin-tight. I'l need 
several of these costumes because, unlike the 
computer Lara, | actually need to change my 
‘outfit every day, especially when I'm working 
at trade shows such as E3. 

The shows are great fun and it's such a 
buzz when you're instantly recognised. 
Everyone wants to have their picture taken 
with me so that they can publish it in their 
‘magazines. I've heard that PSM will be giving 
the game big coverage and that they'll be 
eunning the very first review when Tomb 


Seder 2'is finished, so I'd better make sure 'm 
utra nice to that Rob Pegley guy if | see him at 
the shows... 

ft's 12.30 now and I've just enough time to 
e720 = quick snack before | arrive at 
Gessworks. This is part of Eidos and I'm here 
= pose with Charles and lan for the next hour 
while the photographer takes shots from every 
cerceivable angle. He also wants to take a few 
of me by myself for the PR manager to send 
est to the press. For these shots | have to 
‘secreate poses as seen in the game. It's not 
set easy to imitate Lara Croft as she's so agile 
sed zraceful, but I'll try to do my best without 
seeching. At times it can be quite 
==serrassing copying a computer-games 
cheracter, but at least | don’t have to wear a 
spiky blue hedgehog outfit. 

After the photo-shoot | have to drop into 
Noted Records. They are a wholly-owned 
subsidiary of Eidos and it was Nick Thorpe, the 
‘=er2eer, who actually got me the job as Lara 
‘Gee He introduced me to Charles and | was 
‘Sees for two reasons: not only do | actually 
seek fhe Lare, but | sound like her, too. Just 
‘pes to show that it’s not what you know but 
ses you know... The single has been ongoing 
See the past few weeks and was partly 
‘seconded in the Amazon jungle, Dave Stewart, 
see's producing the single, insisted that we go 
‘ere te capture the vibes (or something like 
a2 and | must admit that it was an 


Work, Res 


Adored by videogames players the world 

over, Lara‘Croft has become a household name and has 
graced the covers of Sunday supplements and The Face 
alike. Now, the polygon Lara has come alive in the shape 
of Rhona Mitra. We talked to her about life as a 
PlayStation phenomenon, show-stopper, and about her 
forthcoming potential pop career. 


‘Anybody who played the 
Tomb Raider wil 


amazingly beautiful place. I've just got to re- 
record a couple of vocals for the latest mix this 
afternoon. The single should be finished in a 
few weeks, so watch out. 

It’s 4pm now and 
ve just had a call to 
say that Eidos are 
sending me ona 
media training 
course tomorrow. 
This will equip me 
with interview 
skills that will 
help me to work 
with the press. 
There'll be no 
excuse for me to 
get tongue-tied 
when I'm doing TV 


interviews. | hope | manage to come across as 
well as the computer Lara~ ! imagine that 
she'd be exceptionally cool, calm and witty 
when in front of the camera, Nothing seems to 
phase her. But | have had quite abit of acting 
experience already, so | should be able to cope 
with the press and all their questions. 
My latest TV role was in Jilly 

Cooper's The man who made husband's 
jealous. | played Flora, but | won't tell you too 
much about itor spoil the surprise! 've also 
been in The Bill and The Ghost 
Busters OF East Finchley and have 
been in theatre productions and 
films too. Of all the jobs Ive 
done though, this is by far 

the most taxing 
and interesting | 

so far. 


2060 AD. The Red menace has resurfaced. The sea boils with submarines 
and battlecruisers, blood and oil. Tigershark has been deployed. 

A fully-loaded combat subfoil. Built for speed. Dead set on destruction. 
Underwater. And over it. Tigershark is ready for destruction and you are 
in control. The ultimate war machine. Come hell and high water. 


qk, =f 
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GT Interactive Software (Europe) Ltd. 
The Old Grammar School, 


248 Marylebone Road, = 
‘London, NW1 6JT ter PlayStation 
http./www.gtinteractive,com 


‘TherShiork™ 1997 Space, Inc. All Rights Reserved. Created by n-Space, Inc. Distibuled by GT Intractve Sofware Corp. Microsoft? and Windows aro 
‘GT Logo isa eitered trademark of GT Interactve Sofware Corp. 1vSpace™ and! the n-Space Logo"™ are trademarks of r-Space, Inc, Al other 


marks of Microsoft Corporatio trademark and the 
‘are the property other respex nies 
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PRIMAL SCREEN 


Wier costanly Searching for 
you. This month wee expanded The section in which we unveil the games that are new to you. Take a first look 
sure that you always get the best at some of the titles coming soon... 

fame in development straight 

from s. Softee wort reading 

abot, youl read there. Let us 

know what you tink 


Style: Action adventure 
Publisher: Eidos Interactive 
Developer: Core Design 
Release: November ‘97 


Tomb Raider 2 must be the Retaining the 
a most talked-about and Describe your game in 100 classic gameplay 
> eagerly anticipated game due words elements of 

a out for the PlayStation this Tomb Raider 2 is probably the Tomb Raider, 
year. But with everyone most fulfiling game experience Tomb Raider 2 
clamouring for more details, you'll have this year. Lara Croft, incorporates brand 
how could PSM get some the lead character (as if you new locations, 
inside information that didn’t know) has become a stunning 
nobody else had? Enter Core superstar in the intervening gap _—_graphics with 
Design's PR manager, Susie between Tomb Raider and its even more 
Hamilton, a tape recorder, a sequel and you certainly won't detail, a 
smile and a well-stocked bar. be disappointed with her smoother control 


Let's go to work... performance in the new game. system and loads 


11 It seems a 
shame to stain 
such nice 

aper with 
dog blood. (23 
Look at the detail 
on that bookcase. 
(2) Tomb Raider 2 
will give the same 
sense of vertigo 
as the original. 


more refinements. You'll almost 
feel as if you're standing right 
behind Lara (you'll certainly 
wish you were once you start 
playing the game...) 


What's going to be the best bit 
of the game? 

Remember the bit in Tomb 
Raider when you're in the Lost 
Valley? Remember those little 
raptors? Remember how you 
wiped the sweat from your brow 
once you had killed them? 
Remember how you crapped 
your pants when their mummy 
came thundering round the 


‘Any specific technical 


corner all of a sudden? Well, innovations to speak of? 
guess what..! Yes, but we can't say too much 

about that at the moment 
Why will it be better than any because a lot of them are still 
other game of its ilk? being implemented, who care a great deal about with the press and spill the 
At the moment there really isn't Tomb Raider and Lara Croft. whole lot! 
anything else like it, so | Why should anyone care about Some of them are exceptionally 
suppose it stands in a class of your game? enthusiastic... Every day we Tell us the plot. 
its own, No doubt we'll be ‘Anyone who is even vaguely receive new suggestions for All we can say is that Lara’s 
seeing clones in the near future interested in videogames Tomb Raider 2, a lot of which going to be in search of the 
and it’s entirely feasible that should know about either Tomb we've already implemented. “Dagger of Xian’, She'll start at 
they could better the Raider or Lara Croft by now the Great Wall of China and will 
technological side of things. The because the media exposure Tell us a secret about the game subsequently travel to locations 
one thing that any other has been phenomenal. you've told no one else. such as Venice, Tibet and an 
developer will struggle to We know from the sheer No-| haven't been told some of | _underwater shipwreck. The key 
achieve is an alternative Lara amount of e-mails we receive the really secret secrets ~ that parts of the plot are portrayed 
Croft. And there can really only every day that there are way | can't get carried away through stunning FMVs but 
be one of those... thousands of people out there when I'm out getting pissed up you'll just have to wait for 


specific details. We don't want 
to spoil the surprise. 


What can we expect from the 
sequel that we didn’t get from 
the original? 

Dynamic lighting. Exterior 
settings. Enhanced Lara Croft. 
New moves. New clothing. New 
weaponry. All-new enemies. All 
new levels. Refined game 
engine, Smoother control 
system. Secret things. 


Any change in the Lara’s 
design/ability? 
Yes, she appears much 
smoother in Tomb Raider 2 ~ 
the pointy bits have now been 
rounded off very nicely. You'll 
also see a change in her 
costume at various points in the 
game, Underwater combat is 
achieved with a harpoon gun, 
so she'll no longer have to 
swim frantically away from 
the aquatic beasties. 
Other abilities 
include a hand-over-hand 
climbing move, up, down 
and side-to-side. There's 
also some other secret 
stuff that we're 
not going to tell 4 
you. So there. nam 


he able to wander a lot further 
‘San before, with each level expected to be twice as bi 
‘Se ones in the first game. (21 Adding to the mythical 
Se original, Tomb Raider 2 will take the players to far away 
Jeeds like the Great Wall of China and Tibetan temples. 
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Apocalypse 


Some good examples of the cinema-like camera angles used in 
Apocalypse. (1) Here, it’s panned back to show the whole of the 
scene. (2) Here you can see the side-on view. (3) In this grab, the 


view's been moved to heighten the dramatic impact. (41 And here's the 


over-the-shoulder view. (5) Is that 


ruce, or the player? 


Style: Shoot ‘em up 
Publisher: Activision 
Developer: In-house 
Release date: November 


How about a full 3D action shoot 
‘em up, with Bruce Willis starring 
as your digi-bud? No problem, 
say Activision. Apocalypse is an 
all-new shoot ’em up currently in 
development from a highly 
respected team working there. 
The first early screenshots 

we've seen here at PSM have 
been enough to get us very 
interested indeed in what looks 
like becoming one of the 


12 Big bloke, big gun. This’! 
darkest levels of the game. 


PlayStation’s groundbreaking 
titles. So we determined to find 


out mor 


Describe the game in 100 words 
Oh, right. Apocalypse is a 30 
action adventure game with 
intelligent camera angles set in a 
techno-gothic future. Basically it’s 
a frantic shoot 'em up in which you 
gun down legions of enemies in 
your quest to rid the world of evil 


{2} The sewers level is one of the 
3 Bruce often lags behind helping you out when you need it. 


a series of multi-level dark urban 
environments. 

Is there anything in this game that 
we've never seen in any other? 
From the digitised Bruce through 
to the nanotech weapons, there's. 
loads of new stuff in the game. 
Particularly pleasing, though, is the 
full range of camera shots and 
angles that were available to the 
developers. They say that this 
should make Apocalypse feel and 
play unlike any other game, 


genius, The Reverend. Oh, and it’s 
going to be especially great 
because it’s got Bruce Willis — 
that’s right, Bruce Willis the movie 
star —in it as your sidekick, in what 
will probably be the world’s first 
ever ‘buddy’ computer game. 


What's the plot? 
Set ina dark future earth where 
science and religion have become 
opposing pillars of society, 
Apocalypse thrusts the player 
and his virtual buddy into a 
frighteningly chaotic world. 
Fighting side-by-side, the 
player and his partner 
must defeat The Four 
Horsemen of the 
Apocalypse who have been 
unleashed by an evil madman, 
known only as The Reverend, 
This Reverend bloke is the 
first man to unite science 
and religion. The Four 
Horsemen have taken 
human forms and the 
playerhas to track + 
them down through 


Primal, 


(11 A Lot of the levels are just at the planning stage at the 
minute, here's one of the more dramatic stages. [2] A very early 
Bruce - he's even got the same bald look. (8, 43 When you get 
to the graveyard you have to try and sneak around gravestones 
without waking up any zombies ‘cause if you do... 


iW 


4 Wik 18100 = 
A ae 


So what other games have 
mfuenced Apocalypse? 
1m is the obvious starting 
oct Some of the episodes are 
== Doom-ish, with you looking 
hero's shoulder, although 
also side-on and 
d views ~a bit like there 
esident Evil, The game was 
from a frustration with 
ke Tomb Raider, which 
games for exploring 
end but don't really have 
gung-ho, twin uzi-style 


Any specific technical innovations? 
Oh yes, ‘background asynchronous 
CD loading’. Sounds a mouthful, 
but actually means quite simply 
that the game's data is loaded 


tion, In fact, one of the 
me's biggest influences has 

fe films of John Woo. 
© designers are trying to 
frantic atmosphere of 
», say, The Killer, and 
ng different camera 
assic cinema way in 
get to what they call 
ased gaming’. 


ete the 


seamlessly off the CD in the 
background while the game’s still 
playing. So unlike games such as 
Resident Evil, where you had to 
wait while the next scene loaded 
every time you went to a new 
place, Apocalypse runs 
continuously. The other really cool 
thing about this new technique is 
that it can mean effectively infinite 


levels. In Apocalypse it’s being 
used to make sure that there's as. 
much variety as possible to the 
background graphics, so if you're 
running through a sewer section 
you're not going to just see the 
same patterns repeated again and 
again. The game will still pause 
occasionally — when it’s loading a 
completely new area or one of the 


cut scenes, for instance — but it 
should be a big improvement on 
the current technology. And if one 
group of game developers can do 
it, so can others. 


What's going to be the best bit of 
the game? 

Having Bruce as your pal. He's 
there to help you out and be your 


friend. This game will be genuinely 
like a ‘buddy’ movie - sort of a 
computer Lethal Weapon, if you 
will. Bruce isn’t just sat there 
reading orders at you to camera, 
he exists inside the game world 
the same way you do-as a 3D 
polygonal character — and he'll 
react to the environment, too. 

In addition, there are a few 
cut-scenes where details about 
Bruce’s character will come out, 
helping you to get to know him, 
Bruce plays a nanotechnologist, 


(13 An early design sheet for ce 4 
the graveyard level. (23 Quite Dut he's not some kind of 
a lot of the action takes stuck-up propeller head scientist. 
place in the open air, in He's a regular guy — he's your 
foggy old London Tahn. back-up man and your friend. 
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> Why will Apocalypse be better than any 
other game of its ilk? 
Erm, Bruce Willis is in it - did we mention 
that? But seriously, Apocalypse is going 
to be the most frantic, explosive 3D 
engrossing-environment game in the 
world, It’s going to make Lara Croft look 
like a bit of a wuss and Resident Evil 
look like Tellytubbies. 


What's the pedigree of the team? 
‘Two German Shepherds and a Lhasa 
Apso. Aha ha ha. No, really though, all 

the team are veterans, 

Probably the best-known thing 
they've been involved in is MechWarrior 
2. The director, artists and designers 
were all involved in that. But there’s also 
the character designer from Pitfall 3D 
and a bunch of other people who've 
worked on Activision titles as varied as 
Zork Nemesis and Spycraft. 


Why should anyone care about 
Apocalypse? 
Have we mentioned Bru... Oh, yes. 
Well it should be fantastic is why. 
There'll be no other game quite as exciting, 


Tell us a secret about the game that 
no one else knows 


z& 


John Travolta’s definitely not in it. 


Is Bruce electric? 


hair really must have 
hurt. (23 One of the early 
aspects of the city level. 
Here, you'll find yourself 


roof-top, dodging nasties 
as you go. 


2 


o just how do you get the world's biggest 
S| action movie star (oh yes he is, he's 

rumoured to be getting an unprecedented 
$40 million to appear in Die Hard 4) to appear in 
your game? Tempt him with even more wads of 
cash, that’s how. The multi-million dollar deal that 
got Bruce to star in Apocalypse included Mr 
a substantial number of shares in 
in fairness to Bruce, he is an actor 
that’s prepared to take the odd chance with his 
career, Just take Pulp Fiction and The 5th 
Element as two examples - neither movie made 
him the sort of money that he can expect from 
another Die Hard. But we shouldn't get carried 
away in our idolisation. He might take the odd 


small chance, but Bruce 
is still very much the 
Hollywood movie star — 
when he was filming The 5th 
Element in Britain he had to have 
donuts flown in all the way over from 
America because he didn’t rate ours. 
The process of actually getting 
him into Apocalypse was quite a 
lengthy one and involved lots of 
motion capture work for Bruce. The 
main part of the process involved 
cyberscanning him —a process that 
actually involves creating a 3D 
laser scan of the actor's face and 


‘then moving it into a 3D graphics 
t= program where it can be 
an manipulated and tweaked, On top 
ef ofthat, there was a lot of close-up work involved, 
as illustrated by the picture here. Bruce’s face was 
covered in a myriad of dots and He would then act 
his lines. A computer would be watching the 
reflections of the dots and manipulating the 
already established virtual Bruce to mimic the 
real one perfectly. A similar process was then 
used to capture Bruce in motion and turn his 
body into a polygonal character, and then all 
three parts were stuck together inside the 
computer. The end result? A scarily realistic 
looking Bruce Willis inside your PlayStation. 


They took the real 


uuce, then made a rough 3D image of his face. Then, more detail 


is added to make the virtual Bruce. 
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(1) They liked using the falling trick in the first 
game, and very effective it was too. (2) Those 
textures are rather psychedelic, aren't they? 


Style: 2/30 platformer 
Publisher: BMG Interactive 
Developer: Crystal Dynamics 
Release date: October '97 


With every developer doing their 
damnedest to copy a certain 
Italian plumber, it was a 
refreshing change to hear about 
Crystal Dynamics’ plans to 
release a traditional platformer. 
We caught up with marketing 
manager Jim Curry, and asked 
him a few questions about the 
sequel to Pandemonium. 


(1) Nildd certainly does have 
a few more skills to show 
off. (2) Now that looks 
hideous. [31 More amazing 
ly levels. (43 The game 
certainly looks amazing. 


Describe your game in 

100 words 

Hyper-kinetic, psychedelic, techno 
insanity. It’s also an action platform 
game. Nikki, the tough and sexy 
spell-slinging sorceress is back, 
along with Fargus the fool. Fargus 
is a pyromaniacal goofball 
partnered with a viper-tongued 
puppet on a stick-turned 
boomerang named Sid. Together, 
the terrific trio are out to capture 
the Comet of Infinite Possibilities 
from the goons. 


Why do a sequel? 

Pandemonium gave us the 
opportunity to learn how we could 
push the PlayStation, the 
Pandemonium engine, and the 
camera angles. Pandemonium 2 
will benefit from what we 


discovered while making the first 
product. We had more that we 
needed to try, 


What can we expect from the 
sequel that we didn’t get in 
the original game? 

Unique high-speed gameplay, 
absolutely brilliant, nearly 
psychedelic graphics, and new 
game mechanics. 


‘Any change in the character 
design/abilities? 
Yes, we took the adolescent Nikki 
and turned her into a take-no- 
prisoners adult. In Pandemonium 
2, Nikki has come of age — now she 
can cast powerful magic spells 
while retaining her athletic jumping 
skills. An older Nikki gives players 
more skills to utilise. Nikki can now 
climb, swim, shoot, and edge grab! 
She's very firm... uh, fresh, 

Fargus has been updated as 


The same clever 
variation of camera 
je is evident in 


well. He's discovered that Sid can 
make a wonderful weapon. Now 
Fargus can employ his stick in the 
dreaded Sid attack. Sid also has a 
power-up attack that can explode 
enemies on contact. 


Will there be anything in the game 
that we haven't seen in any other? 
Absolutely, Pandemonium 2 
presents a truly unique (and 
warped) environment for some 
outstanding gameplay. 


What's going to be the best bit in 
the game? 

My personal favourite section is 
the level that explores the twisted 
mind of Fargus. 


Why will it be better than any other 
game of its ilk? 
Coz it’s fun, fun, fun. 


Prinal, 


Any specific technical innovations the driving force behind all about the game. It’s the kind of Tell us a secret about the game 
to speak of? Pandemonium 2. The otherteam game you can play when you're you've told no one else 


o that we're proud of flying members are all solid gamers sober or the kind of game you can tm. Okay, We're working on some 

3 the design tool. Flying - we pick up and play when you've just ‘special’ madels of Nikki 

ve a special ‘mech level that Why should anyone care about come home after the pub closes. that might only be Pp 
allows the player to control a huge your game? Either way, it's fun. available in Europe. ae 
mech. They get to fly about in Why should anyone care about 


tunnels and fire missiles. The fun? Forget about the words. 
sign tool ~ our designers have _Forget about the gorgeous 

¢ ability to script most of the screenshots you can see here. It's 
me, They work directly with the 
team to build levels. As such, 
coders are free to build special 
features and effects. The tool 
jpowers the designers to the 
int that they can try numerous 
tions of a level until they 

ise something truly inspiring. 
1e design crew has become the 
sionary’ element of the team. 


What's the industry pedigree of 
the team? 
Most of the design staff are from oy We've = a eae on 
Pandemonium. At Crystal we piagesien nee \epawen te 
believe in growing sae Zak Seides on cat's new 

i hairstyle. (2) She can climb 
Xrefting, the lead designer, started ge wel £3) Hmm, Is itus or am 
out in test, He moved from testto is she more like Lara? (42 
design on Pandemonium. Now he's That old falling trick again. 


is 


> 


ic 
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‘The camera can 


of the Apes. © 


ta the coders have Included all sorts of animation fa Joe. Here, he's 
tying his shoelaces (2) He really does look ie Bart Simpson-meets-Planet 
cet to pretty much what you want. (4 
oF eeroring around the oration - surely wat the Hest PIC® for little monkeys. 


te 


Style: 30 platformer 

Publisher: Telstar 

Developer: Abstract 

Release date: Late September '97 


Originally this first game from 
former Sensible Software 
stalwarts Stoo 

Cambridge and Chris 

Denman was meant to 

feature Dj Fresh, the 

Rapin’ Raddish, and promised 
great things. Then they decided 
to ditch the raddish for Joe Blow, 
a monkey. We dropped by their 
offices in Braintree to have a 
took at the results and pose 
them a few questions: 


Describe the game in 100 words 
Joe Blow is a 3D platform 
‘adventure game, played over six 
unique and challenging lands 
within Dreamworld. The evil 
Nightmare King has kidnapped the 
Queen of Dreams and is holding 
her hostage. After falling asleep, 
Joe is drawn physically into 
Dreamworld, where he has no 
option but to defeat the Nightmare 
King, and rescue the Queen of 
Dreams. Using his amazing 
plowing’ power, he freezes any 
baddies he meets. And there 

are, of course, various exciting 
power-ups and cool goodies to 
help along the way. 


his mouth and freeze solid 
anything that moves within his 
range. He is also a very energetic 
young man, which is more than 

| obvious when you see that he 


i he's a little cautious where he 


might walk. 
Describe the main character 
Joe Blow is from a world which is Why did you choose the Joe 
very comparable to our own. In Blow character? 


Well, we actually had a wide 
range of characters in mind 

before we uniformly agreed on 
Joe. To begin with, the game 
was going to be called DJ 

Fresh, where DI Fresh 
was a rappin’ radish. 


some ways, it's what we could 
have been like if evolution had 
kept us in a more monkey-like 
form. He's your typical 10-year-old 
~ cool trainers, into games, CDS 
‘etc, and with an amazing capacity 
for holding air in his lungs. Hence 
the reason for him starring in Looking back, I'm glad 
Sur adventure. Using his power, we changed to Joe, 25 he'sa 
he can blow air at high speed from pretty spunky little chap. 


runs almost everywhere, except if 


113 A lot of work has gone 
sions. 


1s there anything in the game 
‘we've never seen in others? 
'As we're taking full advantage of 
the PlayStation's capabilities, the 
system we've incorporated for our 
30 models offers a high level of 
detailed animation without 
hindering the playability 
the game, which is very 
important to Joe Blow. 


influenced Joe Blow? 
Being a developmer 
team who avidly 
b play games all 
time, we have 
taken inspiration 
from a number of 
games which are not 
necessarily purely 


platform games. | would say that 
one of my former projects, 
Sensible Soccer, gave me great 
insight into how important a well 
defined control system is to a 
game; it's still the most playable 
football game in my opinion. We 
always look to be original with our 
ideas and methods while taking 
into consideration what people are 
used to and comfortable with. 


Why will it be better then any other 
game of its ilk? 

Joe Blow will have instant 
playability and a superb control 
system. The playability will be very 
apparent to the user very early on, 
5 will the humour that we have 
injected into it. As players get more 
advanced, they will see that a great 
deal of planning has gone on to 
give Joe Blow incredible depth and 
variety in the different levels, 
baddies and puzzles. 


‘Any specific technical innovations 
to speak of? 

We have specifically written our 
‘own 3D system (called Coyote) to 
allow us to create an incredible 


tig Saws 
Clio i Stamar Shot 


gaming experience, We're also very 
proud of the 3D model animation 
system. The only other innovation 
is the fact that we've been able to 
cram all of our ideas and 
technology into the PlayStation, As 
I'm sure you know, the machine is 
very capable, but the real limiting 
factor is in how much RAM there is 
to play with. When you think of 
what we've managed to get into 
2Mb, it shows that we don't like 
taking ‘no’ for an answer. 


Why should anyone care about 
your game? 

We believe everyone will enjoy Joe, 
regardless of age or sex, as long as 
they love nothing better than a 
really playable game. And 

we think the humour will 

be appreciated. 


ware rite: AI-PIQN seri reat by Faye Solvare Lime Pot ant cshibted By GY Tag fate Saivare Garp. GPa Yada id the GTI m yoisterad 
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2 (11 There are some really 
tasteless characters in the 
disused church. (2, 3) The 
level editor was designed by 
an 18-year-old who also 
designed the game engine. 


Now there's someone 


When we met Stoo ‘Cowboy Boot’ Cambridge and Chris 
“Music Boy’ Denman they kept stressing how they wanted to 
make a game which would be fun and a litle irreverent. 
To illustrate this, they showed us some of the baddies in 
Joe Blow. Rather than just pitching another zombie at the 
player, they had caricatures of themselves drawn, and tured 
into computer graphics to be used as baddies. They've 
based the best on an old workmate, Chipper, who attacks 
by throwing electronic organisers at you before he turns 
into a huge Tekken 2 Jack-like character. 


OF 
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Overboard! 


Style: Shoot 'em up/puzzler 
Publisher: Psygnosis 
Developer: in-house 
Release date: October 


When we first heard rumours of 
deathmatch galleon battles 
coming out of the Psygnosis 
offices we were intrigued, to 
say the least. We just had 
to talk to Alan Bunker, 
producer of the pirates- 
and-plundering genre- 
buster Overboard!, and 
find out exactly what 


the hell was going on: bashing, souped-up 


pirate galleon. 
Conquering towns and 

killing foes are crucial to the 
player's success as he or she 
discovers hidden treasure maps in 
the overall quest to locate the 
hidden gold and goblets of some 
long-lost, pillaging pirate. 

It’s sometimes fast, often 
thoughtful and always challenging 
= 20 levels of damn good fun, 


Describe your game in 
100 words 
Overboard! is an action game with 
very prominent puzzle and strategy 
elements. In addition, there's a 
smattering of good humour 
throughout which we hope will 
appeal to gamers of all ages. 

The idea is to sail the high seas 
in your super-turbo, enemy- 


2 Is there anything in this game that 
we've never seen in any other? 
Drunken octopi, kamikaze fish, 


(1) Overboard! has a Deathmatch mode which could take 
over Doom’s mantle as best two-player game. (21 A HUGE 

(2) There are plenty of ports to sack whenever you 
ugh. (4) Transform your galleon into an airship. 


(1) Every so often you can dock at a port am 
campaign. (21 Overboard! has a series of very strange 


killer parrots, exploding baby 
diplodocuses, numerous weird and 
wacky enemies in the one-player 
mode. And then there's the multi- 
player Deathmatch mode in 
galleons - where have you ever 
seen that before? 


What other games have influenced 
Overboard!? 

The multi-player Deathmatch mode 
has some Quake influences in 

the way it's been designed and 
structured. We've also added 

our own touches — for example, 
you can preview a Deathmatch 


ake to the high seas 


4 buy supplies for your next 


emies to contend with 


stage before starting it so you 
know you're accessing the one | 
want. The lack of this feature in 
Quake can sometimes be really 
irritating, especially for newcom 
to the game, 

We've often been surprised 
at how people have linked 
Overboard! with Mario 64, in te 
of gameplay, with some puzzle 
elements being closely compar 
This wasn't a conscious thing b 
is something we're not going to 
grumble about. 


‘What's going to be the best bit 
the game? 
The player ship refits are quite 
cool - one of them allows you 
transform your galleon into an 
airship. The player has eight 
weapons to choose from and 


AUG 


Prigal, 


©82 Overboard! offers a good selection of weapons. 
ere’s an early flying bomb. (2) At times the battles 
a= get frenetic, not to mention fun. 


<slarly fond of the Oil Slick 
©: Sigue, visually effective and 
ful in-game. And the Genie 
n deserves a mention for 
ageously demonic laugh. 


Why will it be better than any 
other game of its ilk? 

It's very difficult to categorise 
Overboard!. So | guess the 
originality of the title is a big 


ly, the multi-player mode 
@ down a storm in our 
evaluations, internally, 


plus point, But the balance of 
action, puzzle-solving and level 
of graphical detail and animation 


does, we like to think, set a 
high standard for all other 


just about everybody else 
en and played it. 


PlayStation games to follow. 


‘Any specific technical innovations 
to speak of? 

The semi-transparent sea is 
particularly effective while the 
reflections and shadows system is. 
also noteworthy. 


What's the pedigree of the team? 
I'm glad you asked that. We 
happen to have the one and only 
Dave Jones on the team. What do 
you mean, ‘Who?”. He's the 
conceptualist and programmer 
behind the legendary Finders 
Keepers series of games on the &- 
bit machine machines. The team 


also consists of people behind Last 


Ninja 3 and John Maddens on 

the 16-bits, 64-bit Jaguar software 
and various Psygnosis PlayStation 
titles. Plus, they're all 
gamesplayers. 


Why should anyone care about 
your game? 

Because we do, and have done 
throughout the whole development 
cycle. A passionate, enthusiastic 
and well-motivated team will 
always produce something worth 
looking at. 


Tell us a secret about the game 
you've told no one else 
The game was designed 
by 1,000 chimpanzees. 


Overboard! contains all sorts of weather conditions, so you 
must contend with storms as well as enemies. 
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(1) Puff the Magic Dragon ok nice but he’s got a 
nasty line in fireballs. (23 All the levels look gorgeous. Some 
are truly stunning. (3) Anything you shoot will return for 
more in later levels, so we advise that you jump on their 
heads to dispose of them completely. 


Rascal 


Take a journey in the time bubble... 


in that it’s the first time 
environment mapping has been 
used in a game for the PlayStation 


explore seven different zones, each 
with a past, present and future. 
Each zone embraces a rich variety 
of environments, with different 
obstacles and problems to 
overcome. The final result is an 
addictive and hectic game in which 
every level introduces new 
enemies and an impressively 
diverse range of scenery. 


Style: 3D platformer 
Publisher: Psygnosis 
Developer: Traveller's Tales 
What other games have influenced 
Rascal? 

Our influences have come from a 
mixture of the best elements of 
both traditional and new wave 3D 
platform games. 


Release date: Late September 


Since the unveiling of Mario 64 
the whole industry has gone mad 
looking for a game worth the 
title of the ‘PlayStation Mario’, 
treating it like the Lost Ark of the 
Covenant. With their 3D platform 
Rascal, Psygnosis might well 
have found it. We quizzed Jim 
Burton, director of Traveller's 
Tales, about what could become 
one of the biggest games of "97: 


Is there anything in this game that 
we've never seen in any other? 
To our knowledge, Rascal is unique 


What's going to be the best bit? 
Umm. There isn’t any singular part 
of the game that can be identified 


Describe your game 

Rascal is a 3D platform game that 
combines outstanding graphics 
and sound with challenging 
gameplay. The main character, 
Rascal, is an inexperienced time 
traveller whose overall mission is 
to rescue his father from the Evil 
Time Overlord and return history to 
normality. To do this, he must find 
the six segments which together 
create the time bubble and allow 
him to pass to the next level. As 
the adventure unfolds, Rascal will 


as better than any other. But we do 
believe that Rascal has attempted 
to achieve a graphically higher 
standard than previously seen on 
the PlayStation, 


Why will it be better than any other 
game of its ilk? 

We felt that the main characters 
needed to be really strong and so 
decided to rely on the experience 
of Jim Henson's Creature 
Workshop. They designed the 
characters of Rascal, The Evil Time 


rs 


(1) They might not took speci: 
now, but the water effects are 
some of the best we've seen 
on the PlayStation. (2) Stairs. 
We've not seen those in a 
platform game for long time. 


Buring the game be prepared to dispose of many 
nasties which range from this harmless 51 
{elow! to the huge great Knight in shining armour. 


and Rascal’s father 

ically for the game. There are 
‘eds of animated characters 
ave been designed in-house 
of small, quirky creatures 
urk in dark comers. Rascal 
joasts some stunning real- 
ghting and shading effects 
when combined with 


‘Any specific technical innovations 
to speak of? 

Using past experience, we've been 
able to develop a few special 
features to enhance the look of the 
game. For instance, we're running 
the game at 50 fps in PAL format. 
This is technically difficult to 
achieve, but well worth it when you 
see how it enhances the feel and 
playability, The lighting is taken 


directly from Softimage, which 
allows us to produce stunning 
atmospheric effects. As characters 
move around the rooms, we alter 
their lighting in response to their 
environment, so adding more 
depth and realism to the models. 
Finally, we've enhanced the palette 
depth and shading, giving the 
graphics a more polished look. 


What is the pedigree of the team? 
Traveller's Tales have designed, 
developed and produced several 
games, including Mickey's Wild 
Adventure, Puggsy, Toy Story and 
Sonic 30 Blast. The team itself 
come from a wide range of 
backgrounds encompassing 
programming, art, design and 


animation ~20 and 30. 


Why should anyone care about 
your game? 

‘As we've already said, Rascal is 
graphically very strong. Juan 
Montes made some brave claims 
about the PlayStation compared to 
the N6q. We hope that Rascal will 
go some way to breaching the gap. 


Tell us a secret about the game 
you've told no one else 

Rascal will have several secret 
bonus levels which will be 
variations on the Rascal theme, 
including an 8-bit retro 
Rascal game and a Rascal | 
game of the far future. 


1 


(11 In times of trouble 
Rascal can run like 
the wind if he doesn’t 
fancy the odds. (2) 
The lava effect is 
nearly as impressive 
as the water. 
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(13 The graphics in Fighting 
Force are quite something, 
considering the depth of 
gameplay. (2) Street fighting. 
(oueL ee © (3) Each character has 
| f BD) airtering attrinutes. (42 They 
could be bouncers. 


menacing characters who 
fight their way through a 3D 
adventure, interacting with 
scenery and carrying out 
complex fighting moves. 


Style: 30 platformer 
Publisher: Eidos 

Developer: Core Design 
Release date: Late September 


of the gameplay providing allows the player(s) unparalleled 
freedom of movement within its 


seven levels which break down into 


Core Design made their name in 
the console world with the best technical innovation never 


PlayStation game of all time, previously seen on the 

Tomb Raider. And although the PlayStation. We asked Core several stages. Settings for the 

sequel is looking stunning, Design's Suzie Hamilton to game are both exterior and interior 

flevelopers cannot live by one _—tetL us just why their latest ad there are certain points that Dr Zeng from destroying the 
present the player(s) with a choice He's convinced thar the wor 


game alone. Core are sure to beat ‘em up/ adventure crossover 


be judged by their next release, was So special. rr routes to take-when you play should have ended in the y« 


and the phrase ‘Lara-beater’ will the game again, you'll be ableto 2000 and when it didn't, he 
be used in gay abandon by Describe your game in 100 words explore different route. rather upset. He's hired a lo 
journalists. Luckily for Core, Fighting Force is an arcade-style brainwashed goons to prev 
Fighting Force looks to be every interactive 30 fighting gam? Tell us the plot heroes from hindering his ¢ 

Mace, Hawk, Smasher and Alana plan. The gang first found 0 


bit as ground-breaking as Tomb —_ featuring four main characters, 


Hawk, Mace, Smasher and Alana. It are on a ‘mission’ to stop the evil about this when one of Dr z 


Raider proved to be, with aspects 


™ * Sedan 


(1) Surrounded by a 
posse of admirers, 
Alana is forced to 
start a fight. (2) 
Simple punch to the 
face and blood spurts 
skywards. (31 What an 
alley cat Alana is. (43 
The backgrounds vary 
considerably. (51 See 
what we mean? Great 
hack-lighting here. 


S¢ assistants let the cat out of the 
See (what's the chances of that?). 
other complicated and 
== but useless plot. 


start to beat the crap out of you. 
What can you do? Try smashing the 
glass box to reach the fire axe and 
then use it to slash a few 
H) people into bits. If that 
Wher's going to be the best WY doesn’t work - say that one 
‘bt of the game? of the goons grabs the axe 
2 ictive side of from you — try breaking up 
s really special. the railing and bashing a 
mple, walk up toa few of them over the head 
¢ punch it~ the with it. Then smash the 
oes off. Punch it glass in the elevator 


aan 


nd the glass itself and throw them all 
Hit it a few more out. Hear their pitiful 
mes and the bonnet and screams as they 

eet sap open. Now really plummet to a squashy death 
Se tthe wheels fall off below. Very unpleasant. 

Wee he car dies. You can then 
ek =e the wheels and thrown 
Pe your adversaries. If 
Smasher’ you can 

the engine out of the 
en a few people 
see © Sut be careful not to get 
throwing a few goons 
path of on-coming traffic — 
‘treat, Here's another 
SeSssre. Youre in the lift and a 
Se coors casually walk in and 


Why will it be better than any, 
other game of its ilk? 
Because Fighting Force 
offers so much more than 
other fighting games. 
You've got your basic one- or 
two-player fighting and 
exploration, plus the interaction 
and amusing ways of hurting the 
baddies ~ all this in itself makes 
for a value package. But that's not 


‘Gee = be cite literally taken apart in Fighting Force. One punch will set 
Pe SS ring, another will smash the windows. If you continue punching 
“Dee = Sonnet will fly off, and eventually the wheels. Once the wheels have 
“Game you can then pick them up and use them as weapons by hurling 
Pe = pee antogonists. This also occurs with other objects throughout. 


all. Fighting Force also has an 
Arena mode in the style of 
Tekken/Virtua Fighter — there'll be 
around seven different arenas in 
all, You can bash each other up or 
you can play against one of the 
bosses, depending on how far 
you've progressed through the 
game. The Arena mode also 
features the interactive stuff, too, 
s0 you can smash each other to 
pieces with various glass bottles, 
iron bars, trash-cans, etc. Each of 
the characters has around 50 
moves, not including the special 
moves. There are even two-player 
co-operative moves, so you can 


really gang up on the baddies 
together. 


‘Any specific technical innovations 
to speak of? 

As well as having the two main 
characters on-screen and toads of 
background stuff, we've also 
managed to get four or five 
baddies on screen at any one time 
with no slowdown whatsoever. 


Tell us a secret about the game 
you've told no one else 
| fancy Hawk ~ don’t laugh 


because! know you're alt | 
drooling over Lara... 


(1) Who could be so low as to 
hit a woman when her back 
was turned? (2) A flying leap 
in the hotel lobby. (33 Action 
alternates between interior and 
exterior venues. 


(1) Where would Crash 
Bandicoot be without 
his boxes to jump on? 
(2) As you can see, he 
can still run out of the 
screen. (3) Oh, a new 
it. The climate has 
changed since the first 
game. Shudder. (43 
Crash slides towards 
impending doom. 


Style: Platform PaRappa sat playing a 
Publisher: SCEE PlayStation, however, it seems 
Sony are still keen to promote 
Developer: Naughty Dog ithe tits cost: 
Release date: October '97 When the original Crash 
Bandicoot was released, last 
Inthe battle for platform game September, magazines all over the 
domination, the cute character world rated it as one of the best 
reigns supreme. Nintendo have —_ platform games ever, with PSM 
Mario, Sega had Sonic, but Sony rating it 9/10 and awarding ita 
have... well, nobody really. They _StarPlayer. While initially Crash was 
tried to establish a mascot-type seen as the PlayStation equivalent 
character early in the of Mario, it didn’t take long for 
PlayStation’s life, with Polygon —_people to realise that it was in fact 
Man the first to fall by the just a very good 2D game with the 
wayside. Later came Crash occassional 30 touch, This didn't 
Bandicoot, but despite the game —_ stop it recording incredible sales, 
selling 4.5 million copies 
worldwide and a huge 2 
promotional push from Sony, 
Crash failed to take his expected 
place as Sony's icon. 

Most recently we've been 
charmed by the new star on the 
Tokyo scene - the dog-like 
PaRappa the Rappa. Featuring in 
the incredibly popular Simon 
Says game, PaRappa stands a 

ins hatlimaie gaciyos of becoming Sony's 
Bae caae mica cued with more than 500,000 
copies of the title sold in Japan 


boar. This time you ride a 
polar bear over the jumping lone. Judging by a recent poster 
advert showing Crash and 


(e» killer whales. 


AUG 


(1) Crash has to avoid some strange mush 
creatures. (2) It’s those bleedin’ boxes aga 
[33 No doubt the ice will make you slip lik 
the blocks in the first game. (4) Here Cras 
takes to the air to avoid the deadly pengui 


Anyone who played the first Crash Bandicoot will remember the boulders. Some will remember then fondly as a good test for top gamers, most will 
only remember them as an incredibly frustrating section of the game. Well, they're back and they're twice as feisty. To make it more difficult, this time the 


ever, and almost a year after 
se Crash is still rated as a 
ar game by most second. 
yes dealers. 
it comes to 


ig 
the 


vising a 
ing round the death of 
= main baddy, Dr Neo Cortex. At 
he first game, you may 
*, Crash sent the 

2edly Doc plummeting to the 
he burst his balloon. 
ly for the cunning 

has avoided the 
formation into street 


(Rowing survived a 
sumbie from an 
secredibie height, 
@ Cortex is not a 
Sesey man. Just 
‘mat tl he gets 
tes hands on that 
Eeediccot, it'll be 
Surgers all round 
= you watch. 


pizza and has instead fallen into a 
deep cavern, where he can rebuild 
his nefarious laboratory and plot 
his revenge. 
Naughty Dog 
have also 
revised the 
level 
system, 
after the 
game proved 
a tad too linear 
for many 
gamesplayers. So now, 
rather than just ambling 
through the courses at random, 
you can decide which level you 
want to play thanks to the a new 
device ~ the Warp Rooms. Each 
of these rooms has eight exits 
leading to different levels which 
can be played in any order ~ so if 
one level is particularly frustrating 
you can go to another level and 
return to it later. 

As Crash 2 is almost double the 
size of the original, with around 
100 levels, Naughty have included 
some new characters to help you 


jopers have included all sorts of things to avoid as you leg it towards the end. Just some of the nasties to look out for 
electric fences and exploding flowers. 


‘on your way, Most important of 
these is little Jo, Crash's younger 
sister who'll keep popping up 
throughout the game. En route 
you'll also encounter some of the 
nasties from the original game, 
such as Dr N Brio, Rippa Roo and 
some less familiar baddies such 
as N Gin and Kimodo Mow. 

Almost all reviewers who 
played the first game agreed on 
the superlative quality of the 
graphics. And as you'd expect, the 
game engine had been improved 
significantly. Expect even more 
detailed texture maps, higher 
resolution graphics and lots of 
elaborate lighting effects. 

We asked Naughty Dog’s Jason 
Rubin and Andy Gavin to elaborate 
on the latest developments: 


Firstly, why do a sequel? 
We had always hoped to create 


Crash 2 will be shifting 


a multi-game series and we never 
tired of Crash and his world during 
the development of the first game. 
In addition, during the creation of 
Crash 1 we stored away dozens of 
pages of ideas which we wanted 
to explore within the Crash 
framework but which we didn’t 
have time to implement. In a way, 
we were working on Crash 2 the 
entire time we were working on 
Crash 1. The final decision to begin 
work on Crash 2 development was 
made in September 1996, shortly 
after Crash Bandicoot’s launch. 


(12 Not a nice welcome is it? 
(21 The Crash Spin. Not at all 
like the Tasmanian Devil 

(3) We told him not to mess 
with the drugs. 


One of the many things 
Crash can do in the second 
game is swim. Particularly 
useful when he gets stuck 
in some of the wate! a 
caverns. 
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(1) Crash takes his new boat 
out for a spin. (23 Looks like 
Crash has a new slippy-fally- 
type move. (3 And he hangs 
is there no end to what 
this coot can do? (4) Yet 
more boxes. (51 We can’t 
work out what's going on. 


> How will the gameplay differ in 
Crash 2 from the original? 
There is still a general path to 
follow but there is significantly 
more branching out. You can 

go from in-out 


gameplay to 
left-right gameplay 
within a single round, and the 
camera has a good deal 
4 ¥ more freedom. We 


certainly didn’t abandon 
es the track-based 


~ ae altogether. 
There are 
. Y compelling reasons to 


stick with it. For example, 
BR when USA Today held an 
AY informal gamesplayer 
competition between Mario 
‘ 64, Crash Bandicoot and 
“ ‘Nights, five out of seven 
players picked Crash as 
the best gameplay and 
the game they would 
prefer to buy. USA Today said: 
“When fingers hit the joysticks, 
it was Crash they craved’. If we 


headed towards Mario 64 freedom, 
it’s possible we would soon read 
an article where a path-based 
game beat us in consumer tests. 
And after all, it's the gameplay 
that matters. 


How will the graphics look in 
Crash 2? 

We had to redesign the engine so 
that we would get the same 
reaction to Crash 2 as we got with 
the first game. After all, there have 
been some incredible looking 
games released since Crash’s 
launch. But we didn't want to 
abandon the traditional platform 
gameplay that players have come 
to associate with Crash Bandicoot 


Expect the sequel to be a 
significantly better-looking, 
better-playing Crash with a lot of 
totally unexpected new gameplay 
elements thrown in as well things 
like hanging from ceilings, ice 
skating, jetpacks, and so on. 

The first thing the 
programmers did was to throw 
out all of the old code. Most of 
the C code in Crash was optimised, 
rewritten and then converted to 
‘Assembler. The programming staff 
doubled from two-game engine 
coders to four. The additional staff 
has allowed us to get far greater 
performance from the PlayStation 


all the code has been rewritten and 


in many cases the same task is 


now many times faster and takes 
far less memory. 


What can we expect from the 
sequel that we didn’t get from the 
original game? 
All the art is entirely new. We also 
have new characters and enemies 
though some of our favourites fra 
Crash will return, albeit with new 
twists. Crash’s animation has bee 
entirely re-done and he'll have 
more than 10 times the frames of 
animation. The Crash 2 engine is 
wholly redesigned so that it 
delivers more performance and 
allows us many new features, Th 
basic gameplay style will remain 
in place, however ~ Crash 
Bandicoot’s gameplay was 
extraordinarily well received by 
the player. Butwhile we didn’t 
want to abandon the first game’ 
style, at the same time we want 
to give the players something 
truly new, so we think 
Crash Bandicoot 2 will have | 
a good mix. E 


(13 With a rolling boulder 
an exploding flower, this 
could be tricky. (2) One ¢ 
the doors in the Warp Ro 
(33 Bh, the old jumping-o 
hoxes-which-give-way co 
[4] Momentarily stunned, 
Crash just has time to ge 
the level save point. 


“Makes Sega Rally look like an old age pensioner” 


“PlayStation owners everywhere: will be rejoicing 
with this game” 


“Fastest thing on the PlayStation”’ 


Official PlayStation Magazine gee 
PlayStation Plus 


Totally realistic r 


Real engine sound and radio communicati 
with professional co-drivers 


-_ 


AUG 


100% COMPLETE 


The basic idea of the game is to collect 
different sounds to compose either a soothing 
ambient track or an up-tempo drum 'n' bass. 


Style: Ambient musical adventure 
Publisher: SCEE 
Develop 


ony Japan 
Release date: January ’98 


‘There is already a huge wealth 
of games currently available in 
the PlayStation marketplace, 
and third-party publishers are 
falling over themselves to 
produce the next big racing 
game, the next big beat ‘em up, 
the next Tomb Raider and even 
the next Mario-wannabe. With 
that in mind, Sony have taken it 
upon themselves to push the 
boundaries, when it comes 

to software, and create 
experiences which add anew 


dimension to the way the 
PlayStation is perceived. Their 
agenda is to create new genres, 
and lead the way in innovative 
software. PaRappa The Rapper 
is one such example; the 
‘nurture’ style of game will 
follow soon. Also included 

in this development bracket 

is the ambient musical 
adventure, Depth. 


Describe the game in 100 words 
Depth could be described as ‘self 
satisfaction software’. There is no 
finite end to the game ~ you just 
play to create, and to find peace. 
You explore underwater worlds as 
a dolphin and there are certain 
areas you can enter which allow 


It’s a bit deep, man 


you to make music. By altering 
sequence patterns, BPM modes, 
top hat and base rhythms, you 
make your own ambient or 
techno dance music, Depending 
on how good this music is, you 
will proceed to other levels. It is 
like Aquanaut’s Holiday, to some 
extent, but there’s far more to 
achieve and accomplish in Depth, 
and the graphics are far superior. 


What's the plot? Or have you lost 
the plot, so to speak? 

It’s a game without a story or an 
ending. It's to be played endlessly 
without victory or defeat. 


Is there anything in the game that 
we've never seen in any other? 
The ability to create within a 
real-time environment has been 
realised for the first time in 


Suitably complex graphics for an extremely complex game. While the dolphin is made 
up of attractive polygons, the backgrounds for most of the levels are smart pre- 
ds up to a pleasurable and relaxing experience. 


Depth. And thevability to 
compose music and remix it is 
implemented for the first time, 


What other games have 
influenced Depth? 
Aquanaut's Holiday was an 
influence on the game as the 
people involved with the game 
had played it in the past, but 
none of them had worked on 
Aquanaut's Holiday previously. 
Also, some people have said tha 
there's something of Ecco the 
Dolphin in the game. 


What's going to be the best bit c 
the game? 

The ability to collect sound 
patterns and then assemble 
them, thus creating music, 


Why should anyone care about 
the game? 

Because it is soothing to play, fu 
and creative. It takes 
PlayStation experiences Pp 
in another direction, 


“BEST STRATEGY GAME OEALL iN 


mei NEXT GENERATION 
—s 


Summer fashion | The Freebie Collection 


Ear YOur gam 


Yes, as the summer season peaks, PSM looks at the T-shirts curren 


ly In vogue among the games develop 


: iy No idea... 5 ) | 
Found at the é ) 
bottom of our 7 y 
db art editor's 
wardrobe, we 
Y know its 
games-related 
but we don't Cool Spot 


know what. 


Cannon Fodder 
Khaki and minimalist, this is 


actually one of the more. Commodore Format Arawersvon Simple, striking design on 
decent games T-shirts ‘An early and naive effort for magazine a posteart classic grey Haines T-shirt. Yo 
around. Rather like the promotion, this is nevertheless looked please. can't go wrong. Goes nicely 


game was itself ‘pr Tony by joumalists under denim shits, 


a 


Tunnel B1 
Also a rarity in the games world, this is 

actually a ‘designer T-shirt’ by Red or Dead. 
A few washes and it'll be like the rest. 


Mortal Kombat 
Game lgo. Red on black. Hard- 
wearing, Hardly fades, can't go 
wrong. Your basic games T-shirt, 
And itil go 15 days without a wash, 


Superman Wipeout 
They don't make them like this anymore. The ultimate in games fashion is the 
Mainly because nobody would wear them and Wipeout T-shirt with its Designers Republic 
‘a European T-shirt mountain was looming. connections. A real bugger to get hold of. 


Destruction Derby 2 
It says ‘Watch out, I'm 
dangerous!’, It says ‘Look at 
‘me, I'm colourful’. It says ‘I'm 
‘a cheapskate and | blag T- 
shirts rather than buy them’, 


BULi 


The Incredible Hulk 
Black T-shirts used to be de rigueur among 
the programmers inthe industry. Thankfully. 
the craze, lke the T-shirts, has faded. 


Obscure game circa 1989 
Old-skoo! in the games world, this isa 
typical example of the scantily-clad, fighting 

girl on black background-style-shirt 


EA Sports 
For the sports casual look around the office, 
rmateh this with ice-white socks and ice-white 
shorts (with double-cadet stripe). 


WCW & Konami Sports caps 

And to, ahem, cap it all, there is also. a 
selection of headwear for the discerning 
games lover (whose hair is receding) 


siN HOFr 


Virgin 
Irony from Virgin, with a post 
modern font on long sleeve blue, 
mocking the idea we might be 
anal... As worn by geeks. 


Hebereke’s Popoitto 
Cute little characters running below 
the banner ‘Dustin Hoffman’. Anyone 
who's played the game will know 
why. Anyone at Future wil-own one. 


An original PlayStation” game starring Bruce Willis as your virtual partner. | 


APOCALYFSE 


The end begins this Autumn. 
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I generally think your magazine is really 
good, with a good balance of news, 
reviews, etc., though one thing that 
annoys me is the way in which you seem 
to be extremely biased. This makes me 
wonder what requirements are made of 
you by Sony in being granted permission 
to use the Official title, Surely the Official 
‘means something - maybe extra co- 
operation with Sony that other mags don’t 
have. It would seem unlikely that Sony 
would give this right to a mag without 
getting something in return, This 
‘something’ seems to manifest itself in 
constant juvenile attacks on Nintendo and 
Sega and favourable marks for Sony in- 
house developed games, most recently 
Total NBA '97, Porsche Challenge —a 9 and 
an 8 respectively which should have been 
an 8 and a 7; NBA for the near total 
confusion of what's going on when all 
your players are packed in under one net 
and general poor control, and Porsche 
Challenge for its general lack of variety in 
tracks and challenge, 

Flicking through other mags, | see 
higher marks than yours for non-Sony 
games and lower marks for Sony games ~ 
and why d'you spend half your time 
slagging off Nintendo and Sega and 
boasting PlayStation sales (the Major 
Players feature in June issue was a prime 
example) ? | couldn't give a flying f*** for 
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how many units are sold, how bloody 
great Sony are, what their annual turnover 
is, or what a legend Ken Kutaragi is. 've 
bought a PlayStation. All| want to know is 
What the news is, what's coming out, 
what's out and how good it is. 

‘As much as you may deny it, the 
indicators point to a semi-Sony-controlled 
mag and as much as you'll laugh at this, 
you can't really expect any other 
conclusion from the symptoms found in 
your mag. If you really aren't Sony 
Puppets, then comment about Sony's 
failures (remember the Discman) and how 
it is regarded in the business world. | 
doubt this will get printed... though | 
believe you should seriously consider who 
you are trying to benefit: Sony’s bank 
account or the consumer? 

Lb, 
Soton 


Always good to start feedback with a 
ridiculous and ill-informed attack, As ever, 
the only problem is deciding where to 
start, with each point more ludicrous than 
the last. Let's start with the biased tag and 
what the Official licence means. The 
Official part of the magazine means that 
we pay a small percentage of copy sales 
to Sony in return for being allowed access 
to demos for our disc and inside 
information on the latest games. We work 
for Future Publishing, however, and not 
Sony, and our mission is basically to sell 
as many copies of the magazine as 
possible, not to boost Sony's coffers (they 
do quite well enough on their own thank 
you very much). Consumers aren't stupid, 
they wouldn't buy the magazine if they 
didn’t think the magazine was honest in 
its reviews. And as we sell more copies 
than the rest of our competitors put 
together then we think they trust us. 
Other than that, we print whatever we like 
and the first Sony see of the magazine is 
when it lands on their desk at the same 
time as our subscribers receive it. 

In terms of marks, if you could give 
me proof that our magazine consistently 
gives higher marks than other people then 
I'd be astounded. And if you've seen a 
feature anywhere other than in our 


a 4 ie... 
This month, the tack of Play: 
letter from Dave Perry.. 


Qn RPGs, an ISS Pro backlash and 


WHAT, NO KICK OFF2? 


Having just read your super fat June 
issue, | must voice my disappointment 
at the shoddy exclusion of Kick Off 2 
from the History of Footie Games 
feature. As an avid football fan and 
player myself, | have always shown a 
compulsive interest in any football 
game that has appeared on the 
videogames market. Most of which, 
have been unceremoniously kicked 
into touch by my left Predator. But 
truly great soccer games never really 
date, and although flashier graphics, 
bigger sprites and more exciting 
camera angles may come along, they 
are still as much fun to go back to 
now as they were four or five years 
ago. Having said that, very few soccer 
titles do actually fall into this bracket, 
but one that very definitely does is 
Kick Off 2, by Anco, on the Amiga ~ 
perhaps still the greatest soccer game 
of all-time, definitely the hardest, 

It rewarded practice, skill, 
knowledge of players and adherence 
to tactics and kept fans’ interest alive 
by constantly producing reasonably 
inexpensive scenario and update discs 
featuring everything from team tactics 
to European competition. It was also 
compatible with its management off- 
shoot, Player Manager, to this day the 
only management game that really 
allows you to watch the action 
realistically out on the pitch and 


ensures that individual player Al 
actually matches the attributes for 
Which you bought them. Teams bu 
here could then be taken and playe 
with in Kick Off 2, The options wer 
limitless, the gameplay was 
outstanding, and you could even 
your Golden Goals to disk and ente 
them in competitions! Yet not a 
mention in your article. Yes, the 
original version of the game appea 
and is instantly and outrageously 
dismissed with the words "in the c 
and thrust, it doesn’t really do it 
| must assume that the writer 

this feature either A: never really 
played videogames back in the ear 
nineties, or B: was simply far too s. 
to ever get to grips with the passin 
and dribbling skills required by thi 
classic soccer title. A yellow card is 
order I'm afraid. 

Dave Perry 

The Kick Off 2 Admiration Society 

dave.thq@ndirect.co.uk 

Official Homepage 

http://www.paragon.co.uk/games 

mal 


Games animal you might be Dave, 
you can't be serious about Kick Off 
and its place in the annals of footb 
videogame history? Live in the now 
There are no retro footie games in 
existence comparable with the one 
currently gracing the PlayStation. C 
ISS 64 on the N64 and Sensible Soc 
which is still regarded as one of th 
greatest football games of all time 
threaten to break its domination, 
Amiga-schmiga, can you reall 
bothered to load 73 floppy discs ju 
to see a couple of sprites kicking a 
between each other? We think not. 
Thanks for your views Dave, even i 
they are quite obviously outdated « 
based purely on nostalgia. 


PlayStation 
& PC CD Rom 
www.bullfrog.co.uk 


ic 
”“ 
> 


1 


AUG 


Letters | 


magazine questioning Sony's quallty- 
control abilities then show me it. And 
when | say proof of marks, | mean a 
detailed study of averages, ! don't mean a 
quick flick through some tawdry 
competitor of ours comparing the odd 
game here and there, which is what you 
appear to have done in criticising our 
marks for Porsche Challenge and Total 
NBA '97. The fact you think they were 
‘wrongly marked bothers us not one litte 
bit, as we assume that you haven't seen 
every PlayStation game on sale In the UK 
and haven’t played the games in as much 
depth as us. 

{As for being semi-Sony controlled, 
what absolute tosh. Sales of our magazine 
dictate we can cover things without any 
need for bias whatsoever. And in terms of 
Sony coverage, the most important thing 
to any games publisher is the cover of 
magazine - If you look back through our 
back Issues you'll see that until Rapid 
Racer this month, we'd only run one Sony 
‘cover in the last ten Issues. Nine of them 
were third party releases. 

Finally, In terms of contents we DO 
print all the news and we review EVERY 
game. You're not missing out on anything. 
But you may have noticed we have about 
40 pages more than most magazines and 
so we can cover some other aspects of the 
Industry that our more intelligent readers 
are interested in. But if you are only 
Interested in linear games coverage, why 
‘on earth would you want us to print 
something on the Sony Discman? What 
relevance has that to the games industry? 


‘After being a Mega Drive addict for a few 
years | finally bought a PlayStation a 
couple of months ago and have since 
never looked back. Along with your 
excellent magazine, a new world has been 
opened to me. Tomb Raider, Porsche 
Challenge, Tekken 2, Actua Golf and 
Resident Evil are all first-class games. 

But a note to all the manufacturers 
out there: you have many addicts at the 
other end of the age range. I'm 53 years 
old and would love to see future 
presentations like Spitfire Challenge, 
‘Actua Crown Green Bowling and Kamikaze 
2 to name but three. So come on, get your 
thinking caps on, 'm sure the younger 
generations would enjoy them, too. 

John Fearnley, 
Maltby 


Glad to see that you can teach an old dog 
new tricks, after all, John. It seems that 
the games being made these days really 
do appeal to players of all ages. If you're 
after some games tailored to the older 
player though, how about Virtual Knitting, 
Bus Ride 2097 and, of course, 
Supermarket Racer as well? 


I'm a big fan of the ISS series and have 
followed it since its first incarnation on 
the SNES and I've got to say how 
disappointed | was with the PS Pro 
version: no player stats, no man to man 
marking, no real customisation of the 
team layout that the original Deluxe 


E-mail psm@futurenet.co.uk World Wide Web site http://www.futurenet,co.uk 


ROLES OF FORTUNE 


I'm writing in reference to Sony 
Europe's reluctance to release 
traditonal Japanese role playing 
games. While | appreciate the limited 
demand for the genre here, | do have a 
couple of suggestions to help resolve 
the situation. 

If Sony Europe have no plans to 
release American titles such as Beyond 
the Beyond or Arc the Lad, why don't 
they remove the code which prevents 
the disc being compatible with 
European machines? That way | could 
purchase a copy via an importer and 
actually play the games | want too. At 
the end of the day, a divison of Sony 
would sell more copies and role 
players in Europe would have more 
choice. Alternatively, Sony Europe 
could press a limited quantity of 
already translated RPG's (such as Wild 
Arms) and distribute them via 
specialist mail order stockists or fan 
clubs. There may not be any large 
profits to be made but it would not 
require much work to arrange and 
would doubtless improve their profile. 

The problem for Sony is that they 
appear blind and deaf to the demands 
of role players, in much the same way 
Nintendo were with the SNES. RPG's, 
no matter how mediocre, are always 
cherished by fans, simply because we 
have been starved of a decent 
selection for so long, | want to play a 
PAL compatible version of Arc the Lad, 


version had. Yeah, it probably is still the 
best footie sim on the PS but the 
gameplay isn't up to the original 16 bit 
version (go on, | dare you). | think Konami 
knew this and that's why they did a PS 
Deluxe conversion. This ties in with your 
“state of the Station debate’ and the 
general levels of 32 bit gaming quality 
which begs the question, why did we not 
get the PS Deluxe engine with PS Pro 
graphics ? Was it technical limitations or 
perhaps Konami have left the door open 
for a PS Pro Il incorporating these ‘new" 
old features to earn more money (aka 
sequalitis ripusoffus) ? 

Secondly, a compendium of games 
reviews would be good every four or five 
issues. I've got most of the your issues 
but can never remember what game is in 
which issue. Lastly, what ever happened 
to your This time last year’ review 
section? That was one of the things | used 
to eagerly look forward to. 


more than Penny Racers, Grid Run or 
Skeleton Warriors! 

IF it were not for Konami 
distributing thier wares in Europe, the 
situation would be even more 
desperate. Vandal-Hearts is truly a 
classic game and simply demands 
purchase by anyone with a brain. | 
hope you speak to someone at Sony, 
sympathetic to the needs of the 
minority market. 

Tony 
Tony71170@aol.com> 


It is a problem, but unfortunately not 
one that has a simple solution. If it 
were economically viable for Sony to 
simply translate code and release the 
games, then rest assured they would. 
Generally though the game has to 
be an extremely successful RPG 
‘elsewhere in the world before they will 
even consider It. We've found that If 
people want to play RPGs, then they 
are usually fanatical enough to buy 
themselves an imported PlayStation 
and then buy Import games, elther in 
addition to their PAL PlayStation or 
Instead of. By printing 
letters we bring the 


than that our 
hands are tied. 


Where are all the RPGs, 
asks Tony Cabovel 7 


Peter Krishnan 
Peter_Krishnan®pcmaileu.euro.ml.com 


It took a while to convince us, but we't 
now very much in the ISS Pro camp. 
Granted, Deluxe is a great game, but it 
‘was probably only released by Konami to 
keep ISS fans happy until an updated 
version came out. The game's engine Is 
certainly different to the original, but we'd 
argue it's superior, rather than being 
compromised by the graphics. 

‘A compendium of game reviews Isn't 
a bad idea, but surely Just buying every 
issue of the magazine Is better?! We'll give 
it due consideration though. 

Finally, although you may have been 
a fan of the Replay section, unfortunately 
you were in a minority and so we were 
forced to drop the section. if it turns out 
that enough of you out there were fans of 
the section though, we'd be happy to 
reconsider our decision. 


It's not often | feel compelled to put pen to 
paper, but after reading your review of 
Need For Speed Il, | feel more than 
justified. |, and I'm sure the majority of 
your readers, buy your magazine hoping 
to find detailed, unbiased reviews of new 
games which explain all the features the 
‘game may have, and in the case of a 
sequel, the ways it may differ from its 
predecessor. 

Instead we have a hastily thrown 
together article that isn't just lacking in 
depth and direction but is also factually 
incorrect. If you'd bothered to read the 
manual, or spend any time playing the 
game, you would surely have noticed that 
the two-player, split-screen option is 
present after all, contrary to what you 
state. It would also appear that your 
biggest fault with the game is that there 
are sparks present, no matter what you 
are scraping against - well, its hardly 
earth-shattering stuff js it? | accept you 
may not like the game but at the very 
least you could have explained the new 
features and improvements that it 
contains, such as the ability to adjust the 
downforce on the car, the fact that you 
can stray off the track in numerous place: 
the different road surfaces, the smoke 
effects etc. 

You also state that the cars have 
atrocious handling; okay so maybe it isn 
to your taste, but itis certainly a very 
realistic simulation of actual vehicle 
handling and is ultimately more satisfyin 
than games such as Rage Racer, which is 
so lacking in simulated vehicle physics 
that you may as well be flying a space 
ship! It is open to debate whether Rage 

Racer is the better racing game, howeve 
Need For Speed i!is undoubtedly the 
better driving simulator. 
Mark Barron 
Stratford Upon Avon 


‘This is one where we just have to hold ¢ 
hands up and say we got It wrong I'm 
afraid. Both In terms of how the review 
was written and with regard to the two- 
player mistake. It was a game that was 
taken home by the writer and played ou 
of the office due to time restrictions on 
the magazine and so a consensus view 
‘was not taken, something that we try tc 
adhere to on all reviews. The writer was 
trusted freelancer and one with a long 
history In the industry. Needless to say, 
the writer's history with us as a freelanc 
‘was terminated when we started to 
receive letters from disgruntled readers 

With regard to the attempt at Top 
Gear humour, perhaps that should hav 
given us an indication of what to expec 

How the two-player option was nc 
reported on, we have no idea. Rest 
assured no other ‘concept reviews’ will 
slip through the net. Many apologies al 
round for this one. 

Having sald that, with a copy of th 
game now in the office, we still aren't 
keen on the game, but accept that af 
may have been a little harsh. It would 
only have warranted a six, however, af 
would not be a game we'd recommenc 
particularly with the likes of V- 

Rally and Rage Racer available in [ 
‘the shops now. c 
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Transporeé 22-0202. 
- - _ = that will engross strategy fans. 
é L (coo. LI 8/10 PLAYSTATION PRO 
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included, the most powerful transportation empire will soon click into place. 


The popular PC hit has arrived at last for more success than you'd ever 
dream possible. An enhanced rotational 3D isometric view with point 
and click interface, takes away the laborious chores of other 
sim games leaving you with the simple life and death, 


make or break decisions to deal with. 
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When will the rally games Total 
Drivin’ and Grand Champions 
Rally be coming out? These were 
mentioned several issues back 
but there has been no sign of 
them yet. 

Jason Andrews, 

New Zealand 

Andrews@wrong.org.nz 


Total Drivin’ is due out in 
September of this year ~ for 
more details, check out our 
‘Made in the UK feature starting 
on page 88, As for the other 
game you mention, ‘Champions 
Rally’ is being published by 
Squaresoft, 


@ Is there any more news on 
Duke Nukem 3D, Quake & 
Turok? 

@ Are there going bé any 
conversions of The Chaos Engine 
or its sequel TCE 2? 

© Is there going to be a 
PlayStation version of 
Bomberman? 

© Ave there any decent 
platformers due for release this 
year? 

© Any chance of a PlayStation 
version of Ghosts ‘n’ Goblins? 

© Which would you recommend, 
Rage Racer, Rally Cross or V- 
Rally? 

© Which would you 
recommend, the official Sony 
Joypad and memory card or the 


Blaze range of joypads and 
memory cards feature in PSM17?, 
© Which would you 
recommend, the official Sony RF 
unit or the Blaze counterpart? 
The Bloke from Doom 


@ All three are still in 
production, with Duke Nukem 
3D due out this Autumn and the 
other two set to follow early 
next year. 

@ Unfortunately not. Both were 
great games. 

© Same story I'm afraid. 

© Ah, now here we can 
help you. Pandemonium 2 
looks fantastic and can be 
seen on page 36. Crash 2is 
also on the way (this time 
turn to page 46), and Gex 2, 
Croc and Rayman 2 are 
also coming out soon 
The original Rayman is 
also out now in the 
Platinum range for £20. 
© No. Definitely not, 
And, indeed, why 

would you want one? 
© Rage Racer, followed 
by V-Rally, followed by Rally 
Cross. In.that order. Unless 
you've already got Ridge Racer 
Revolution and fancy a complete 
change. 

@ I'd recommend sticking with 
official Sony stuff to be safe, but 
the Fire stuff is pretty cool too, 
© See above 


Wipeout 2097 is one of a handful of games that is both 


Tink 


nefits from the negCon controll 


Sadlly it is 


currently very much in the minority. 


@ Is the Gamester steering 
wheel any good? 
@ Can you do a feature on the 
compatibility of hardware 
peripherals to clarify which add- 
‘ons work with which games? 

Paul Worsley 

Middlesex 


@ Its not great, to be honest. 
There's a smart steering well 
coming out from Interact in the 
next couple of months though 
which looks great. We'll have 
mare details on that soon. 

@ We may well coincide such a 
feature with the release of said 
wheel, 


© Ave there any plans for Might 

And Magic to be released on the 

PlayStation? 

@ What's the difference between 

a negcon controller and normal 

controller? . 
Andrew and Martyn Bewick 
Sleaford 


© Never heard of it, 
mate. And we've 
heard of quite a 
few games. 
@ The negCon is 
split in the centre 
and each half can 
be twisted 
against the 
other to 
give the effect of a 
steering wheel. You 
use this rather than 
pushing the left and 
right button on the 
‘normal pad. I's 
great with racing 
games, especially 


Rage Racer and V- 


Rally. 


Will V-Rally and Rally Cross 
be compatible with the new 
analogue pad? 

@ How about printing those 
instructions for the DIY driving 
set up? 

@ How about a review of the 
different carry cases available 
for the PS? 

Usman Anwar 

Glasgow 


@ They both should be. The 
negCon is basically an analogue 
pad, so the new pad should 
apply in the same way. 

@ Buy a car seat, get a 
PlayStation compatible steering 
wheel and then use a bit of 
common sense as to what you 
do next 

@ How about it? Are they really 
that interesting? It may warrant 
{a small boxout in a peripherals 
feature, but no more than that. 


@ Are there any games on the 
PlayStation like Double Dragon 


or Streets of Rage? 
@ Are the spectacular crashes in 
FI '97 only in the arcade mode? 
© Will the computer controlled 
cars retire if damaged or will 
they just continually pit as in the 
first FI? 

Mathew Silva 

Hertford 


Fighting Force will take the 
genre in anew direction, but the 
days of 2D strolling beat ‘em 
ups are hopefully gone forever. 
Possibly somebody will do 
Streets of Rage on a retro disc 
10 years from now on 
PlayStation 5, but that’s about it. 
@ No, they happen all over the 
shop. 

© They retire if damaged in 

FI '97. 


@ Is there an infinite money 
cheat for Command and 
Conquer? 

@ Are there any decent cheats 


@ No, its far too old, but Final 
Fantasy Tactics is going to come 
out. 


Could you print a list of games 
which are linkable? | have only 
found Doom, Final Doom, DD, 
Wipeout and FI 

Paul Wood 

‘Ackwood 


Also linkable are Descent Il, 
Krazy Ivan, Assault Rigs, 
Wipeout 2097 and Ridge Racer 


Vandal-Hearts is 
another superb RPG, 


while Final 


Fantasy VII 


will blow your mind 
when it is released... 


for MMV3? 
@ Will we see a Twisted Metal 
World Tour on a demo disk? 
© In answer to Chris Kerr's 
request in Q&A about Alien 
Trilogy (PSM20), type in 
1GOTPINK8CIDBOOTSON on 
the password screen. 

CJ Dobson 

Tewekesbury 


© Yes there is, but this isn’t a 
tips page! 

@ See above. 

@ [tis a possibility, but it has 
lost something of its timeliness 
now. It may well happen on a 
demo disc with Essential 
PlayStation though. 

© Thank you, on behalf of 
Chris Kerr. 


@ Are there anymore RPGs on 
the UK market other than 
Suikoden, Kings Field and Legacy 
of Kain? 
@ Can you circle your opponent 
in Soul Blade like you can in 
Toshinden? 
@ Are there any plans to release 
Secret Of Mana on the 
PlayStation? 

Fay Burham 

Leicestershire 


© Vandal-Hearts is another 
superb RPG whilst Final Fantasy 
Vil will blow your mind when it 
is released later in the year. 

@ You can indeed. 


Revolution. In other words, not 
enough! 


Will Rugby League be making a 
appearance on the PlayStation? 
Wes Lewis 
Wigan 


We'd be surprised if it did. Jona 
Lomu Rugby is likely to be the 
only rugby game to surface. 


ef Gunn 


SrL957ya+Hyay 


J have been informed that, ata 
recent PlayStation trades expo, 
the only European copy of Time 
Crisis went for a fairly 
permanent walk with Mr 
Lightfingers. Is this a horrid cas 
of industrial espionage, or a 
cleverly-staged piece of 
advertising by Namco? If, sadly 
it's the former, what will this do 
to the release date for the gam« 

Patrick S Cowan, 

Edinburgh 


I'd say that's a terrible rumour 
with absolutely no foundation. 
We've seen a copy in the office 
and I'm sure there are 
others out there in UK 
PlayStation land. 


PrePlay| Time Crisis 


The arcade machine in 
all its glory - coming 
soon to a living room 
near you. Well, almost. 


Tekken, Ridge Racer, Tekken 2, oui Blade... And now 
Namco’s programmers are busy converting another of their 
arcade smash hits to the playstation. Do they ever sleep? 


ime Crisis was Namco's 
answer to Sega's Virtua 
i Cop series of arcade 

| ‘gun-games’ — and what 

an answer it proved 

to be. As well as super-smooth, 
highly detailed and fluidly 
animated graphics, the game 
boasted numerous innovations 
that lifted it above the 
competition and guaranteed 
its massive success. 

First among these was the 
lightgun itself, the most advanced 
ever produced — as well as being 
six times more accurate than 
its competitors, Namco's gun 
even ‘kicked’ when fired, 
simulating recoil. Perhaps the 
most unique feature, though, was 


the addition of a foot-pedal 
controller. Stepping on the pedal 
popped you up to fire at the 
enemy, while releasing it ducked 
behind the nearest cover to 
reload - but you only had a 
limited amount of time to clear 
each area of bad guys, so you 
couldn't stay hidden for long. 
Like so many great ideas the 
foot-pedal was a very simple one, 


‘on the PlayStation 
version - but it moves 


eevee the 

less detai 
in. the arcade 
even. this 
version of Tinie 
moves with incred 


speed smoothne 


PUBLISHER: SCEE mORIGIN: Japan 
DEVELOPER: Namco STYLE: One 
MRELEASE DATE: September Ml PLAYERS: 3D shoot ‘em up 


17] Helicopters are just 
‘one of the things you 

an eye out 

n games 

have mad baddies who 
run straight at you... 

{3} In Time Attack mode 

you don’t have to worry 
about things like lives. 


but at a stroke gave the player 
significantly more control over 
the action than in other gun 
games, and in combination with 
the time limit, added 
immeasurably to the gameplay. 
Throw in some very clever and 
imaginative level designs and 
a smattering of cinematic 
cut-scenes, and Namco were 
certainly on to a winner. 

In fact, the only down-side to 
Time Crisis was that it was based 
‘on Namco's System 22 board, 
seemingly crushing the hopes of 
a PlayStation conversion ~ after 
all, Sony’ grey box is based on 
the less advanced System 11, and 
there’s no way they could get the. 
game to work on that, was there? 


Luckily for us, 
Namco's coders seem 
to have a very limited 
understanding of words 
like ‘impossible’ - and so 
Time Crisis is now on its way 
to the PlayStation. 

‘As with the original arcade 
game, the PlayStation version 
of Time Crisis will cast you as 
Richard Miller, a special agent 
on a mission to rescue the 
president's daughter, Rachel, from 
the clutches of the evil Sherudo 
Garo and his equally nasty gang 
of henchmen. In true heroic 
fashion, you have broken into 
Garo’s base, and must fight your 
way through the seemingly 
endless supply of heavily > 


4, 5, @) Three shots of 
the new level that’s 
been specially designed 
for the PlayStation 
version of Time Crisis, 
most of which is set in 
@ posh hotel that’s been 
overrun by some new 


Obviously, a gun-game isn't going to 
be much fun without a gun, but 
those clever chaps at Namco 
think of everything - Time 
Crisis will be sold bundled with 
the new GunCon controller, which 
has been specially designed for 
the game. 
Based on the much-trumpeted 
lightgun developed for the arcade 
machine, Namco claim that the 


Ss as accurate as Namco claim, picking off the odd explos 


can he shot to bits, often with spectacular results like 
1g oi! drum will be no problem. 


GunCon will put paid to all the accuracy 
problems that have plagued previous 
designs (anyone who's played Die 
Hard Trilogy will understand how 
frustrating these can be). By attaching 
to the AV port of the PlayStation as 
well as the joypad port, the GunCon 
can check the signal it gets from the TV 
with the signal being produced by the 
machine, allowing for incredible 
accuracy — Namco say that the gun will 


be able to distinguish between 
individual pixels on the screen, 
‘As well as the all-important trigger, 
the GunCon will also feature two 
buttons mounted on either side of 
the chunky barrel. One of these will 
be used to select options, and the 
other takes the place of the arcade 
machine's foot-pedal, allowing you to 
duck behind cover and reload with a 
simple push. Unfortunately, though, 
the GunCon won't feature the ‘recoil’ 
mechanism of the arcade version. 
Time Crisis is being specifically 
designed to make the most of the 
GunCon. Although this means that it 
won't work with any other lightgun, 
Namco are already planning at least 
one other game which will use the 
controller, and it’s likely that other 
publishers will support it in their 
games — Namco's previous 
controller, the analogue NegCon, 
has become a standard for all racing 
games, and the GunCon seems likely 
to follow suit for shooting games. 


PrePlay| Time Crisis 


If you can't wait for Time 
Crisis to arrive on the 
PlayStation, and you're on 
the way to your local arcade 
to check out it out for 
yourself, here's a handy tip ~ 
if you manage to hit with 10 
shots in a row, a ‘life mark’ 
will appear just to the right 
of the time remaining. If you 
can manage another 30 
shots without missing, you'll 
earn an extra life. 


> armed mooks, with only your 
trusty pistol for company. 

Likewise, the PlayStation Time 
Crisis will feature both of the 
original's game modes. In Story 
mode you must blast your way 
through a number of stages, each 
of which is split into areas. To 
advance to the next area you 
have to blow large holes in all of 
the baddies that face you before 
your time runs out or the baddies 
blow you to pieces. Time Attack 
mode, on the other hand, lets 
you choose a stage and attempt 
to complete it as fast as possible 
— no worrying about lives or any 
of that nonsense, 

‘As any arcade veterans will 
have noticed from the 
screenshots shown here, though, 
the PlayStation Time Crisis isn't 


going to be a pixel-perfect 
version of the original ~ the 
System 22 board is a lot more 
advanced than the System 11 
used by the PlayStation, after all 
However, Namco are pulling out 
all the stops to make the game 
as good as it possibly can be 
Although the graphics are a little 
less detailed and the textures not 
quite as fine, even the early 
version of the game moves with 


(1, 2, 3, 4, 83 The level of detail and amount of action | 
Time Crisis will push the PlayStation to its limits, but ev 
the early version of the game moves with blinding spec 
and no evidence of the dreaded slow-down. If the final 
game turns out to be half as fast, it'll be a winner... 


incredible speed and smoothness, 
and the animation is superb. 
There's also going to be an extra 
stage featuring new baddies and 
bosses, and two different routes 
Combined with the promised 
accuracy of the GunCon controller 
(see ‘Guns, guns, guns’, page 63) 
it certainly looks like Namco are 


going to set a new 
standard for gun shoot es 
‘em ups on any console. = L 


(1 & 2) Bad guys in blazers ar 
red ties? They're asking to be 
shot to pieces... (31 As are the 
mooks in the blue suits and 
stylish headwear. Hmm, nice. 


Break-neck racing for 1-8 addicts. 48 Head-spinning 3D tracks. 32 Vehicles. Loads of weapons. 


“THE GREATEST, MULTI-PLAYER 
GAME FOR Int | 


Slants easy: Sh 


-) ~~ 
CSP>>. 


49% Play mayaiine, 9/10 PlayStation Power, ST Gail 


(Codemasters (,) pure gameplay 


www.codemasters.com 


Prepay | Rapid Racer 


With ideas for track-based racing games rapidly being used up, 
developers have had to work hard to bring NEW ideas to what is quickly 
becoming a jaded genre. So far, attempts have been fairly unspectacular. 
Sony are about change all that with rapid Racer 


ntil recently the main 
problem programmers 
faced with water-based 
games was getting the 
water to look 
convincing in its movements, 
and the only games with 
halfway realistic water 
graphics to date are 
Crash Bandicoot and Tomb Raider 
— indeed the latter only succeeds 
largely due to the sensation of 
swimming it gives. 

The problem programmers 
have is devising a graphics 
engine which can cope with the 
sheer number of polygons needed 
to create a realistic water effect. 
Having worked on their engine 
for two years, Sony's internal 
team believe they've got the 
mechanics just about right. We 
played an early working copy 
recently and it looks like their 
time hasn't been wasted — the 
water looks and feels 
impressively realistic. It is 
this replication of a watery 
environment that will no doubt 
be the game's main selling point. 

To find out more about Rapid 
Racer's potential, however, we 
spoke to Pascal Jarry, SCEE's 
internal development manager, 
who told us all about the game's 
development. Firstly we asked 


One of the many 
prestigious virtual 
trophies up for grabs 


him to sum up the game's appeal: 
‘Speed, power, fun and energy! it's 
the first water-based racing title 
to hit PlayStation and blends 
arcade action and realistic 
simulation in one game. Also 


we've got the game running in hi- 


res graphics at a crisp 50 frames 
per second, the first racing game 
to achieve this feat. The game 
will also have unrivalled water 
simulation and realistic handling 
dynamics. With the new track 


(13 When we first sav 
Rapid Racer people 
commented on how it 
looks just like an 
arcade game. £2) Eact 
boat leaves a really 
impressive wake as il 


‘Speed, 
and energy... 
Racer blends arcade 


fun 
Rapid 


power, 


action and realistic 
sim in one game’ 


WM PUBLISHER: 


SCEE Mm ORIGIN: UK 


DEVELOPER: 


In-house mi STYLE: Water racing game 


MRELEASE DATE: 


October ml PLAYERS: One to two 


Sony's internal 
evelopment team. 


system you 
could spend the 
rest of your life 
playing the 
256,000 tracks!" 
That's 256,000 
tracks. Two hundred and 
fifty-six thousand! Now before 
you all start writing in, asking 
how on earth you can have more 
than 256,000 courses, we'll 
explain, Once you've completed 
the normal 18 courses, you 
are given access to a fractal 
generator which calculates all 
sorts of figures and generates 
a brand new course each time. 
Pretty impressive stuff. Although 
whoever has to do a tips 
guide for that lot will have their 
work cut out. 

When we played Rapid Racer 
for ourselves, the control 
mechanism seemed to owe a lot 
to the Wipeout games, using the 
top shoulder buttons as: brakes 
and sliding your way around the 
courses, Pascal says piloting is as 
much about beating the water's 
current as it is beating your 
‘opponent in the race: ‘Players can 
smash through waves or get 
caught up in the wake of an 
opponent. As the boat's upgraded, 
it can be rocked slightly to get 
out of tricky sections, or the foils 
improved to cut through the 
water and turn more smoothly 
and quickly. There are also ideal 
racing lines to follow by avoiding 
rough sections of current, and so 


on, if the player is aiming for a 
record score.” 

With water being such a 
difficult surface to replicate, we 
wondered why they chose it for 
their game. ‘Simple!’ exclaims 
Pascal. ‘Because it was a great 
opportunity to develop a true 3D 
racing game with all the potential 
that such an environment offers, 
although mainly because it was a 
fresh slant on the genre, We've 
spent two years working on the 
code and we're updating it daily.’ 

Speaking of fresh, we 
wondered if there was anything 
else in the game we've never 
seen in any other game, And 
of course there was: ‘Three 
points. Firstly, optimised two: 
player/multi-player modes, 
rather than the usual cut-down 


11) The water effects 
are fantastic. (23 It 
might not look much in 
a screenshot but it 
looks brilliant when it's 
moving. (81 The Grand 
Canyon level is 
particularly impressive. 
(1 The tunnel sequence. 
©) Entering said 
sequence. 08} Expect to 
he overtaken. (7) The 
Russian course. 


“Players 


or get l 


compromise. Secondly, the fractal 
track generator, and finally the 
specially composed soundtrack 
that works like a film score with 
a central theme adapted for each 
course rather than the licensed > 


While the water effects look a bit strange on 
the page, it’s surprising how effective they 
actually are in motion. 


PrePiay| Rapid Racer 


(17 A very pointy boat. 
{21 The American team, 
very subtle wouldn't 
you say? (3) RR is not 
a game for the weak 
of stomach. (4) Two 
hoats. (51 Even water 
games have racing 
ines. (61 Falling rocks 
are a real danger with 
the Grand Canyon 
course. {73 One of the 
more useless views, it 
just works. Just. 


> stuff or guitar 
‘rawk’ that racing 


After quoting SCUD 
Race and Wave Race 64 
as their influences, Pascal 
doesn't waste any time 
explaining why Rapid Racer will 
be better than both of them: 
‘We've captured the dynamics of 
racing more convincingly than 
Wave Race 64, which is a 
competent title, but we were 
disappointed by its 

two-player mode. Rapid Racer 
has support for up to five players 
and a plethora of rewarding 
multi-player modes such as 
Sudden Death, Winner Stays On 
and Championship. 


games usually have.” 


Other than the gameplay, the 
developers are very proud of the 
technical innovations they've 
managed to cram into the game 
Particularly impressive is the 
graphics mode running in high: 
res at 50 frames per second. 
Quizzed as to why they used the 
high-res mode, Pascal says that it 
was ‘because it was impossible. 
It's been hard but the result is 
worth it’, With the passion Pascal 
has for the game we could have 
let him talk about it for the 
whole issue, but we had to pin 
him down. One thing he was less 
willing to talk about were the 
hidden cheats. We'd heard 
somewhere in the game there 
was a special cheat for people 


‘We’ve got the game 
running invehi-= 
a ES Me 50 ps, 

he: Firs é game 


Ha 


who own Porsche Challenge, but 
Pascal refuses to tell us how it 
could be accessed. The most he 
will divulge was that it was ‘well 
worth finding out. 

Rapid Racer stands a very 
good chance of being one of the 
top games of the year. Whether 
we can test all 256,000 
tracks between now and | Ae 
then is a different matter, Lev 


Most racing games nowadays offer a split-screen option to keep the punters happy. Rapid Racer doesn’t disappoint, with a really useful system where you can sp 
the screen either vertically or horizontally without any noticeable loss of speed. If you have more than one friend, up to five players can take part in the league 0 
tournament challenges. And what with the 256,000 track variations available there are certainly plenty of tracks to have a go with. 


a ) (AND THEY'RE WEARING SUNGLASSES) 


f Ss 
» sn 
\ ee 
we 


Aliens. 

Flying saucers. 
Giant guns. Robots. , 
Secret government age 
Memory erasers. Bla 


a PLUS! -s-0.0-0-ss-0-0.5.5s.5. 


Contact, Spawn, Sandra Bullock gets wet in Speed 2, we meet M*A*S*H*/The 
Player film god Robert Altman, and Rowan Atkinson pulls a funny face 
in the “eagerly awaited” Bean (the movie). 


It's all in Total Film8. On sale Wednestay 30 July. 


Ne 


PrePlay| Hercules 


Disney’s new blockbuster, Hercules, is ‘icing developed 
asa film and a game simultaneously... 


5 we get into summer, 
tradition demands that 
Disney release its new 
blockbusting film. This 
year’s main event 
Hercules, the tale of the demi-god 
titan of Greek mythology. 

Being Disney, though, there’s 
scant attention being paid to the 
traditional tale. In this version, 
the baby Hercules is kidnapped 
by Hades’ henchmen, Pain and 
Panic. Hades, lord of The 
Underworld, has his eye firmly 
set on taking over from Zeus as 
top God. Pain and Panic whisk 
Hercules off to Earth where he is 
fed a mortal-making formula in 
an attempt to rescind some of his 
powers. The young Hercules 
escapes and vows to make his 
way in the world as a hero. 

Which is where you come in. 


The game is mostly 


with : 
: and some f ) 


a 


es thrown in 
for good measure 


(2) Aren't centaurs supposed to have hows? (23 We've told you about th: 


platform game with 3D elements 
~ rather like Pandemonium, we 
imagine - with some first-person 
sequences thrown in for good 
measure. You control Hercules as 
he journeys through ancient 
Greece on his way to Thebes, 
hilariously known in the film and 
game as ‘The Big Olive’, and on 
to The Underworld for a 
showdown with Hades himself. 
Your hero has a wide variety 
of moves, including all the usual 
running and jumping, some 


fore - you’! 


just asking for trouble. (33 He can even click his heels together. What a guy. 


The game is mostly a scrolling 


lever wave a sword around in 
of a thunderstorm. (2) This 
looks vaguely like the ‘dodge the 
wildebeest’ section in The Lion Kin: 
(1) Hercules. Pillar of the communi 


swordplay, and the ability to pick 
up and move objects around the 
levels. And one thing that 
differentiates it from the usual 
platform fare is the fact that 
there are optional paths through 
the levels so that the game 
should withstand repeated 
playing. Add in secret areas 
scattered throughout, and you'll 
see that the game has 
considerable replay potential. 
What promises to make this 
a particularly special game | 
however, is the fact that, for the | Jf } 
first time for any film licence, it's | 
been developed in conjunction H]] 
with the movie. This means i 
that the game will feature J 


M PUBLISHER: SCEE m ORIGIN: United States 


M DEVELOPER: Disney mM STYLE: Platform game 


MRELEASE DATE: October mM PLAYERS: One 


, 23 This bit reminds us of the scene in the 
awful-but-kind-of-entertaining First Knight 
where Richard Gere beats a jousting machine 
to win a kiss from Julia Ormand. (3) The title 
screen. No, really. (43 ‘Oi, pal, this is a one- 
way street.’ (53 The Underworld, presumably. 
(6) We've heard of shadow-boxing, but this is 
plain ridiculous. (73 The programmers and 
creative team in classic pose. 


the need to tell the story in 
a specific time period, as the 
player, unlike the viewer, controls 


hope that the game lives up to 
the hype. We remember some 
very acceptable efforts on the PC 


actual film clips, as well as songs 
from the movie and special 
dialogue unique to the game that 
was recorded at the same time 
as the movie soundtrack. With 
voice-overs by the likes of Danny 


the experience. Thus we've been 
able to include some elements 
that were conceptualised for 

the animated feature, but for one 
reason or another never made 

it into the film, and also expand 


from the Disney software crowd 
(Aladdin and The Lion King, for 
instance) that fill us with well- 
founded hope for this 10-level 
Disney extravaganza. 

The game is scheduled to be 


released just after the film in the 
UK, so expect to see a 
review in PSM around 
about October time. 


some environments and 
characters that go by very 
quickly in the film’ 

Sounds pretty special. Let's 


DeVito, and with top British 
animator Gerald Scarfe as the 
production designer, this should 
mean that the finished game has 
a polish and professionalism that 
will be the equal of the movie - 
if not better. As Craig Allen, the 
game's producer, told us: ‘The 
beauty of gaming media is that, 
unlike film, it isn’t restricted by 


\ by 
likes of 
Vi and top 
British. animator 
e as the 


the 


(13 Hang on, that geezer's wearing 
a skirt. (21 Revenge of the killer 
snot monster. Try not to panic in 
the face of such evil. 


PrePlay| Test Drive 4 


- The Challenge 


Test Drive first appeared in the ’80s on the c64. since then it’s earned a 
huge following, across most formats, with its mix of accurate driving style 


and imaginative courses. Hopefully the PlayStation ver: 


hen the PlayStation was 
first released, nearly all 
racing games aimed to 
show what a good 
machine it was for 
replicating the arcade racing 
sensation. This has changed, 
recently, with developers now 
aiming to emulate the driving 
experience more accurately with 
games like V-Rally and Need For 
Speed 2 heading the pack. 
Unfortunately this approach has 
often lead to games being 
labelled unplayable or 
finicky. But the newly- 
formed Pitbull 
Syndicate are hoping 
to reverse this 
trend with their 
latest addition to 


the Accolade series, Test Drive 4: 
The Challenge. 

Established back in the ‘80s 
by US softco Accolade, the Test 
Drive series has featured on 
nearly all home machines since it 
first reached the Commodore 64 
in the late Eighties. After the 64, 
‘a very popular version appeared 
‘on the Amiga, but since then 
little was heard — until we got a 
phone call asking if we wanted to 
have a look at this latest 
incarnation, that is. 

Accolade were keen to 
establish exactly the right 

development team for 
the new PlayStation 
Test Drive titles, as 

Be) Bill Linn, PR director 
Ee for Accolade, 


1D4 is probably the only 
racing game with a Ford Transit 

in it. [23 On each track you'll he 
racing against everyday traffic as 
well as your other racers. 


in will 


e up to expectations... 


‘The strip across the top 
of the screen shows the 
position of all the racers 
in the game. Very handy. 


a> 


explains: ‘We weren't just looking 
for a team to do one or two 
games. We wanted to make sure 
they would be the right team 

to give us three or four games. 
When Pitbull first came to 

the office, we knew we had to 
sign them up’. 

Pitbull may be a new name 
but they've actually been working 
in the industry for some time, 
Working in the new company 
offices, on the side of the 
River Wear, are key programmers 
and artists from Destruction 
Derby 2 and Monster Trucks, 
programmers from the NBA Jam 
series, and the animator from 
Codemasters’ Pete Sampras 
Tennis. Richard Beston, 
managing director of Pitbull, 
explained why they had taken up 
the challenge of developing such 
an involved racing game: ‘We're 
all arcade fans and we wanted to 
give PlayStation owners a real 
arcade racing game. We've spent 
a long time getting the driving 
environment just right, without 


mM PUBLISHER: 


Electronic Arts mM ORIGIN: UK 


m DEVELOPER: 


Pitbull Syndicate mi STYLE: Racing sim 


MRELEASE DATE: 


November ™ PLAYERS: Two 


making the handling too realistic. 
A game's no good if you're 
continually crashing’, 

The cars have been accurately 
fashioned on their real-life 


counterparts, the most 
recognisable models being 
contemporary monsters like the 
Dodge Viper, the TVR Cerbera and 
the Jaguar XJ220. But it’s the 
other vehicles that make the 
game that bit more interesting, 
with drivers being able to climb 
into some of the greatest sports 
cars in driving history - most of 
the older, ‘muscle cars’ as they're 
known in the States, will be 
unfamiliar to UK readers but they 
look the business. There are 16 
cars in all, though only 10 are 
available immediately, with the 
rest becoming available after 
certain successes. 

Having an impressive line-up 
of cars is useless, of course, 
without decent tracks to race 
them on, Pitbull have ditched the 
standard circular course system, 
opting instead to set each course 


along a continuous track. Richard 
again: ‘We reckon each track will 
ibe up to 10 miles long. We've 
tried to model them on real-life 
roads, so if you drove down the 
real roads they'd be almost the 
same as the game — although we 
have used a certain degree of 
artistic licence’. A perfect example 
of this is the Lake District track. 
As you drive along, all the track 
side graphics look spot-on 
{although Geordies with a keen 
memory may recognise one of 
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12 A racing game wouldn't be 
complete without a tunnel. TD 
has loads. (21 As you'd expect 
from a Lake ict track, there 
are loads of tourists. Either that 
or the bus was stolen. 


(1) Skidding is an everyday thing in TD4. (21 The blue Dodge Viper is one of the 
fastest cars in the game. (2) That bloody transit, it gets everywhere. (43 Another red 
car. 05) The loading screen. 063 The 
footballs. (7) In each track there will be a variety of road surfaces to get used to. 


ithull Syndicate take time out from juggling 


‘We’ve spent a long 
time getting the 
driving environment 
just right, without 
making the handling 
too realistic’ 


the pubs — it's designer Dave's 
local); blast past a newsagents 
and you'll see the papers blowing 
in your car’s wake. Adding to the 
realism is the inclusion of normal 
traffic, which you can dodge in 
and out of, as well as varying 
traffic laws and commentary 
which change according to the 
country you're racing in; so if 
you're racing through the Kyoto 
streets, the cars will drive on the 
left-hand side of the road with 
the commentary in Japanese. 
Other tracks include the German 
Autobahn, Washington DC, San 
Francisco, plus the obligatory 
special hidden one. 

Where companies often fall > 


RACE POSIT — 


PrePlay| Test Drive 4: the challenge 


> down with racing games is the 
sound. Most developers seem 
happy to have what sounds 
almost like a car. Not so for 
Pitbull. In an effort to get the 
atmosphere spot-on they visited 
showrooms across the UK and the 
States to record the engine noise 
for all the cars. Not happy with 
just hearing each car rev, they 
took it through the complete 
engine range so they would be 
able to any replicate any sound 
they need for the finished game. 
As you'd expect from a game 
with such attention to detail, Test 
Drive 4 will implement the way 
weather affects things, like the 
car's handling and the track 
surface. So if you're blasting 
through the Italian Alps in a 
storm, your handling will be more 
sensitive and you'll have to be 
more careful when you break and 
accelerate, otherwise you could 
find yourself slamming into a 
mountain or over a cliff. Which is 
where the ultra-realistic crashes 


come into play. Fans of 
Destruction Derby 2 (that's pretty 
much everybody, right?) will be 
pleased to hear Pitbull are using 
everything they learnt from the 
former game to make the crashes 
in Test Drive 4 even better. 
‘People really enjoyed the crashes, 
they felt so real,’ said Richard. 
‘We're using all sorts of real 
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RACE POSITIC 


races against the computer cars, 
against your mates via a link-up 
cable or against the clock. You'll 
even be able to drag-race up 
some of the huge straights. Yet 
another testament to the level of 
details is the views available. 
Altogether you'll be able to play 
the game through ten different 
views from the usual behind the 
car, inside the car and even 
directly above the car in classic 
Spyhunter fashion. Nice 

The version we saw was 
probably 50 per cent complete 
and already a lot of fun to play, 


with the cars feeling just right, so 
by the time it's released it 
should be wonderful. 
just hope so. 


tes | 4% 
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(1) The White Car. The 
fastest of the ot and 
probably the best- 
looking. (2) Don’t drive 
on the grass. It’s always 
very slippy and you’! 
lose time. (33 Nope, it 
isn’t the one from the 
Dukes of Hazzard. 

(4) Each car has a 

very detailed model and 
really looks the job. (33 
As two cars smack into 
‘one another sparks fly. 
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To get the atmosphere 
spot-on, they visited 
showrooms across the 
UK and the States to 
record engine noise 

for all the cars 


dynamics — people are certainly 
going to know they've crashed.’ 
Judging by the number of physics 
textbooks hanging around their 
office, they've certainly done 
their research 

There will be plenty of ways 
to play the game, from all-out 


ee 
eget 


= 


(2) By the time the game is finished, you'll be able to choose from 10 views, so there ought 
to be one you're happy with. (2) The behind view. Not the best but it makes the game feel 

really fast. (3) At some points in the game the course narrows, making avoiding other traffic 
2 bit of pot luck - unless you're very good. (43 The cars always skid away from the start. 
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eam on sale NOW! 


PrePlay| Nightmare Creatures 


take Doom ana Resident Evil, ada in a dash of sinister Olde London Towne 
atmosphere, allow to meld gently in France until ready. Serve cold 


(1, 2 The monsters are no respecters of a 
lady, Nadia has to be prepared to unleash her 
sword, That pulsing heart's a bit sick, eh? 


he French are certainly 
keeping busy in all 


T things PlayStation. This 
month sees the release 
of Infogrames’ estimable 

V-Rally, Disney's cartoon platform 

adventure, Hercules, is tripping 

along nicely, and Kalisto are in 
the throes of completing their 
feisty action adventure, 

Nightmare Creatures. 

Which is why we're 
here... But first, 

Kalisto. Who he? 

They're a Bordeaux 
based software 
company who were 
formed in 1990 and 
originally named Atreid 
Concept. The Pearson group 
acquired them in 1994 and 
they became Mindscape 
Bordeaux before founder 
Nicolas Gaume bought them 
back. Anyway, the game... 
Nightmare Creatures is 
a 3D action adventure 
viewed in the third person ~ 
sort of above and from behind. 

‘The game combines the best 

elements of Tekken and Resident 


(1) He's over-done 
the F-plan. (21 
Yikes! Some of 
these creatures 
have a longer 
reach than you'd 
expect. It's a good 
job Nadia's quick. 


Evif, explains 
Kalisto’s Cyrille 
Fontaine. ‘Basically it’s 
an action game. The 
adventure part just involves the 
exploration and the use of some 
switches and levers — so about 
the same level as in Doom.” 


The_plot 


The game is set in 19th- 
century London, although the 
fiendish plot stretches back some 
time before 1834. Wooo... A 
secret society named the 
Brotherhood of Hecate rose and 
declined in the 17th century, and 
then in 1830 a stout chap named 
‘Adam Crowley sought to restore 
it to its former power. And come 
back, there's more... One foggy 
night, The Smoke is overrun by 
monsters which, in the winking 
of an eye, disappear. Crimminy! 
Legend has it that two shadowy 
figures chased the creatures from 
England's capital ~ the black- 
bedecked Ignatius, a man of God, 
and Nadia F, a young American 


‘The scenario takes its influences 


from diverse sources, with many 
people working to create it’, says 
Cyrille. ‘The original plot - 
London, creatures, secret societies 
on the edge of magic - was 
mostly inspired by a book, 
Anubis Gates, by Tim Powers.’ 
The player takes on the role 
of either Nadia or Ignatius and 
must seek and eliminate various 
mad members of the Brotherhood 
of Hecate and mash monsters 
galore. Both characters have 
slightly differing abilities. Nice 
one, Cyrille. ‘The female character 
is weaker but faster ~ much 
faster than the man. The male 
lead, Ignatius, is much more 
efficient. He uses the basic 
moves, so beginners will feel 
more comfortable with him. But 


PUBLISHER: 


SCEE MORIGIN: France 


DEVELOPER: 


Kalisto mi STYLE: Action adventure 


MRELEASE DATE: 


September M™ PLAYERS: One 


(1) Take that you, er, red minotaur-type thing. (2) 
Ignatius might not be as quick as Nadia, but luckily 
he’s quite a bit tougher. (3) The detail on some of 
these monsters puts even Resident Evil to shame. 


possible. The landscape is very 
irregular and the obstacles vary 
in size and height. And even if 
we're not 100 per cent satisfied, | 
really think our dynamics can 
beat most of the other ones." 

There's a huge range of 
baddies to dispose of, including a 
number of bosses. The majority 
of your time is spent in combat 
and Kalisto are keen to ensure 
that the battles are wide and 
varied. ‘The Al of the monsters is 
quite new in this kind of game’, 
reckons Cyrille. ‘Enemies are 
tough to defeat - the Al allows 
the enemies to find their way to 
you and to use the landscape to 
their advantage.’ 

Another breakthrough is the 
smooth display — it’s running at 
30fps - of a very complex 
background and complex, 
articulated characters. The game 
features five different standard 
bosses, each with specific 
behaviours and shapes, and the 
player must adapt his fighting 
technique accordingly - so, for 
example, the first boss is a giant 
five-headed snake popping out of 
a well, while at the end of the 
game the hero must face a huge 
monster on the roofs of 
Westminster, which makes six 


hi, Go 
defeat - the Al 
allows them to find 
their way to. you and 
to use the landscape 
to their advantage 


once you're a little more familiar 
with the game, playing Nadia will 
give you extra dimensions.’ 

Kalisto are still working on 
the player and camera dynamics 
but the results thus far look 
impressive. ‘Some of the complex 
movements were achieved using 
motion capture’, explains Cyrille. . 
‘But most of the animations are 
hand-made because of the lack of 
memory. We're still setting up the 
camera to get the best view 


Enemies are tou 


bosses in alll” The missions are 
stretched across 15 different 
London districts, from Chelsea, 
through parks, docks, sewers and 
cemeteries, and on to the grand 
finale at Westminster, From dinky, 
but irritating insects to 
frighteners the size of a bus, 
monsters lurk everywhere. Some, 
apparently, hop out of the 
Thames. Shudder. 

Kalisto appear to have got the 
‘mood’ of the game spot-on. The 
dank streets of London are 
admirable, as are the fog, rain, 
snow and falling-leaves effects 
We're looking forward to 
Nightmare Creatures. It's 
certainly a little different. 


(3 Help. (23 Not all of your 
opponents are monsters 
either. At least, not in the 
conventional sense... 


The cast... the story so far... 


1 Ignatius Blackward 
Ignatius is a man of God. He travels the 
world, is an expert at foreign language 
(mais oui, aye’), shamanism, occult rituals 
and cabalistic writings. He's summoned by a 
Chelsea parish and returns to London to hear 
horrific tales of monsters, Some reckon that 
the monsters have come from excavations at 
‘St Catherine Docks which burned in the Great 
Fire of 1666. Then a strange manuscript 
appears on Ignatius’ doorstep (keep up at 
the back, Hetherington-Smythe) and he 
deciphers that the author is Samuel Pepys, 


the date 1666 and it records the Brotherhood 
of Hecate. An arcane formula for transforming 
lifeless matter into monsters alarms him, 
though, so he sends the book to historian 
Jean F in New Orleans. 


2 Nadia F 

Nadia vows revenge on her father’s killer, 
Adam Crowley and the Brotherhood. At her 
father’s funeral, a stranger hands her a 


mysterious note which reads ‘know about AC. 
HVH)". Golly gosh... 


3 Adam Crowley 

A former scientist, Adam now masterminds 
‘the Brotherhood of Hecate — he discovered 
the Pepys diary. Crowley's rich backers 
become increasingly disturbed at his 
behaviour and one steals the diary and 
leaves it at Ignatius’ door, later passing on 


the note to Nadia. But Crowley kills Dr F. 
Naughty man... 


Dr Jean F 

Father of Nadia and secret societies expert, 
Jean Is elated when he receives the book anc 
embarks on a journey to England. However, 
‘the doctor's enquiries see mortally 
wounded, but not before he gasps ‘murder, 
Adam Crowley, Brotherhood of... ‘ to Ignatius. 


PrePlay| Lucky Luke 


A cowboy with a gun who doesn’t shoot to kill, 


a horse called Jolly and a lumberjack contes 
a new Infogrames platformer... 


ay ‘comic book licence’ 
in polite company and 
even the most 
optimistic soul is likely 
to re-live a thousand 
dodgy 2D platformers. French 
developers Infogrames 
acknowledge the 
problems that come 
from relying on any 
kind of licence to 
sell a product. 
‘Gameplay is the 
main thing to our 
team’, claims Nadége 
de Bergevin, Lucky 
Luke's production manager. 


It could only be 


{1 Showdown time. Lucky Luke avoids blood- 
letting and goes for comedy violence, so aim 
for their belt buckles. (2) In the bar room 
raw! it's all down to timing. Sidle in with a 
few jabs at first and then follow up with a 
couple of meaty uppercuts. (3, 4) After you 
work this guy over another will take his place. 


They’re attempting 
to give Lucky 
Luke a much more 
detailed look 

than Tomb Raider’s 
blocky environments 


‘When the gameplay is average, 
the game can't be good’, 

Luke himself is a 50-year-old 
comic book phenomenon, a 
cartoon cowboy who has seen it 
all, swapping his Gauloise for 
straws and his whiskey for fizzy 


pop, all in the name of progress. 


While you're unlikely to have, 
heard of him if you live in the 
UK, Infogrames see this as an 
opportunity rather than a 
handicap; they're determined to 
produce something original that 


nevertheless remains faithful to 
the ‘spirit’ of the comic books. 
Infogrames weren't satisfied with 
simply recreating the flat 2D. 
comic as a flat 2D game. Instead 
they went through the 
painstaking process of expanding 
Luke and other characters into 
three dimensions. Luke himself 
is made of ‘about 500 polygons’, 
according to the game's technical 
director, Fred Bibet, with ‘a little 
bit less for the others and 
enemies in the game’ 


The game itself promises a 
variety of side-scrolling flattish 
3D and full ‘into the screen’ 3D 
levels. These platform stages will 
be broken up by special sections 
~ a saloon brawl, a shootout, a 
log-chopping contest - to ensure 
that you don’t get bored. In fact, 
with so many different actions to 


Mm PUBLISHER: Ocean mM ORIGIN: France 
DEVELOPER: Infogrames Mm STYLE: Platform puzzler 
MRELEASE DATE: December mM PLAYERS: One 


perform, Luke's 25 
frames of animation 
per second are fit to 
bust with different 
actions and mannerisms. 
On the full 3D levels the 
game's designer, Rodolphe 
Furykiewicz, is quick to point 
out that they're attempting to 
give Lucky a much more detailed 
look than Tomb Raider's blocky 
environments. The tree polygons 
are shaped into bristly firs, while 
log cabins have sloping roofs, 
projecting chimneys and a rugged 
exterior. This is even more 
impressive, considering that Lucky 
runs at a higher resolution than 
most PlayStation games. Add in a 
clever system for continuously 
reading off the CD, and you get a 


when you take on this 
tumberjack in a log- 
chopping challenge. 

Hard work for your digits. 


distinctly smooth and cinematic 
feel to the levels. 

The emphasis in Lucky is 
more on puzzling and exploration 
than the traditional reaction-test 
leaping of Crash and 
Pandemonium, and the 15 
massive levels will be packed 
with obstacles and useful objects 
to pick up, like mining lamps and 
dynamite, 'We didn't just want the 
standard power-ups’, Fred insists. 
Even in the flatter-looking levels, 
you can saunter into saloons and 
clamber about inside barns. 
Explore more thoroughly and 
you'll gain access to bonus stages 
taking the form of ‘special 
missions’ like retrieving sacred 
artefacts from an Indian village. 

Lucky Luke is a game of many 
different elements. At this stage 
it's not certain quite how the 
levels will be stitched together. 
Will some of the more bizarre 
activities — like the button-bashing 


looks unhappy ~ jump to avol 
white charger. Later on in the game he takes you for a ride on a pair 


the buildings to search for power-ups. (2) The big chief 
his magic wand. (31 Say hi to Jolly Jumper, your trusty 
skis. 


log chopping ~ end up being an 
annoying or an entertaining 
interlude? How satisfying will it 
be to switch from a level with 
free movement to an ‘on-rails' 
ride section? These are worries 
that Infogrames will be working 
hard to dispel as they're 
determined to appeal to the 
widest possible range of gamers 
Who knows, maybe like D. 


Toy Story it could appeal 
to the cowboy in us all. 


Ithough the team 
A] producing Lucky Luke 
have previously worked 
on a range of SNES and Mega 
Drive titles (Smurfs, 
Obelix, Tintin In Tibet) 
Infogrames are no 
strangers to 3D games, 
having created the 
classic Alone In The 
Dark series for PC 
(you'll probably be 
familiar with the 
PlayStation conversion of 
Alone In The Dark 2 from 
‘our cover CD if 
nowhere else). 


Turning a flat cartoon 
character into a fully animated 
3D model (Toy Story-style) 
proved to be a lot trickier than 
starting from scratch. ‘| had 

to relearn how to think up 
things, how to create a 
background and a model le 
Instead of drawing 

characters’ explained the | 
game's designer, 

Rodolphe Furykiewicz. No 
cone can complain about 
the end result, a5 Luke, his 
horse jolly Jumper and the 


crew of villains look nothing 
short of gorgeous. 


Given the popularity of ice hockey games on the Playstation, 


and with former Bri 


ish Grand-Slam champions the sheffield Steelers on 


their doorstep, it was only a matter of time before Gremlin joined the rink 


mighty Canadians. (3) The 


puck slides inside the 
posts. (4) The ice reflects 
the adverts wonderfully. 


% remlin Interactive have 
B ) already made a name 


technically excellent 

Actua sports series ~ in 
an incredibly packed field, their 
Actua Soccer game was rated by 
most as the best PlayStation 
football game on the market, until 
the release of ISS Pro last month 
And now they're taking on the 
might of the producers of the 
best ice hockey sims, EA, whose 
NHL '97 as yet remains unrivalled 


for themselves with their 


The key to any successful 
sports sim involves a combination 
of superb graphics and gameplay. 
Actua Soccer did it, Total NBA ‘97 
did it, and it looks like Actua Ice 
Hockey will do it as well. As with 


Gremlin have even 


Gremlin’s other sports titles, a 7 

huge amount of work has gone used ordings Of 

into getting the graphics just-so. rowd yunds taken 

Previously the developers invited ‘ C4 : 
sports stars to their motion from 1 St rs 


capture studio for the animation, 
but this proved a little difficult 
with a 16-stone fella in ice skates. 


sa 


M PUBLISHER: Gremlin Interactive mM ORIGIN: UK 
M DEVELOPER: In-house Mi STYLE: Ice hockey sim 
MRELEASE DATE: September ™ PLAYERS: Two 


(12 One of the arenas. 
etty smart isn’t it? 
{2} He's going in for the 
‘kill - watch your knees, 
goalie. (3) Now where 
would Ice hockey be 
without the (very! 
occasional scrap? 


The only option was to hire the Sheffield Arena, 
home to the Steelers. After painting it ice blue to 
dull unnecessary reflections, Gremlin introduced a 
ten-camera system to capture every detail of the 
Steelers team, the veteran Chris Kelland, and 
netminder Piero Greco. By the end of filming they'd 
spent four days on ice, and had managed to record 
over 130 moves. 

The same level of realism has been achieved with 
the playing environment, Although the arena’s based 
on the standard in-door stadium, there's an 
impressive amount of detail. Take the crowd, for 
example. Normally these are just flat bitmaps 
bordering the sides of the rink, but in Actua Ice 
Hockey the supporters interact with the game — 
Gremlin have even used recordings of crowd sounds 
taken from Sheffield Steelers games to add extra 
authenticity. And in this respect the game surpasses 
our favourite NHL '97 — if there was one gripe that 
we had with the latter it was the lack of any 
reaction to goal-scoring, Not here. As soon as the 
puck slides over the goal line the arena lights flash, 
the crowd leap up and the Spice Girls’ ‘Who do you 
think you are? chirps out of the speakers. All that's 
missing is the pre-pubescent school-girls twirling 
pom-poms, dancing to the Macarena. 

Fans of the Newcastle Cobras, the New York 
Rangers, or the Pittsburg Penguins wanting to play 
their favourite team will be disappointed, as Actua 
Ice Hockey puts you in charge of national sides 
rather than NHL or Superleague sides. At the 
moment they aren't too sure which teams will be 
included, but don't worry, you'll be able to play as 
Great Britain if you really want to. Hopefully Gremlin 
will be making our team better in the game than 
they are in real life, 

Actua Ice Hockey will be released later in the 
year, slap-bang in the middle of the British ice 
hockey season. At this point in time it looks 
smashin', as they say in Sheffield, so we shall | -{& 
await the final result with some anticipation. Le 


W's just like watching 
a real game from 
behind the plexi-glass - 
never a good view. 


{1 When you do manage to get the puck between the sticks, the whole 
arena goes mad. The lights flash, the crowd roar, and disco music blasts out 
of your speakers. (2) Even the players join in with the celebration. 

{3} The most important angle, from inside the goal. Poor old netminder, 
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for every reader! 


Catch a sneak peek of Ms Bullock's August blockbuster a month early on 
the second Connect CD, along with... The Simpsons, The X Files, Men In 
Black, Blur, The Verve, Goldie, Depeche Mode, Embrace, Pamela Anderson 
in Married With Children and six of the best from Massive Attack. 
Including their latest single. Nice! 


PrePlay|Hard Boiled 


Frank Miller is one of the biggest names in graphic’ novels. 
Now Cry0 are doing A GAME based on his Ultra-violent vision of the future 


Us refreshing to find 
ial that somebody is 
prepared to take a 
| slightly different look 
at an age-old problem. 
That problem - how to bring to 
life an already existing imaginary 
world in a computer game - is 
usually addressed by producing 
a god-awful point-and-click 
adventure or a beat ’em up. 
Unconvinced? Okay, what about 
The City Of Lost Children? Or 
The Crow: City Of Angels? Or 
The Incredible Hulk? See. 


ran that 
take ‘a Swit j ) 
Ou hurtie. past, 
appoet jon flying 
that engaue you, 


(7) 03, mind the paintwork! (2) The presentation of the 
game Is excellent, with a superb ‘retro’ feel to all the 
dials and switches. (3) An enemy flyer gets swatted. 


Cire (aAD EAT 
ae 


(see opposite page), which might 
well suggest one of the two 
aforementioned approaches to an 
unimaginative developer, this is 


car around a variety of locations 
in future Los Angeles, you have 
to collect power-ups and little 

nuclear symbols while shooting 


in 


Anyway, all that is just a 
rather convoluted way of telling 
you that Hard Boiled is different. 
Although it's based on Frank 
Miller's future-noir comic strip 


actually an arcade-style 3D car 
racing and shooting game (which 
also gets around the problem of 
portraying too much of the comic 
strip’s ultra-violence and porn). 
The basic idea is that you 
‘are’ Nixon and, piloting his flying 


baddies galore. The action’s 
presented in real-time 3D so that 
you can look all around you at 
the superbly realised futurescape. 
Although there are courses, and 
to a certain extent you're 
‘railroaded’ by the game into a 


(1) Ha! Missed me, you clumsy large steel rohot-type thing. (2) Some of the levels are a little 


reminiscent of the arcade Star Wars. (33 Ooh you 


me, jamming in the rush hour. 


M PUBLISHER: Electronic Arts™ ORIGIN: United States 
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PER: Cryo MSTYLE: Shoot ‘em up 


MRELEASE DATE: September M™ PLAYERS: One 


(1) The dark future portrayed by Frank 
Miller is captured well in this game. (2) As 
well as outdoor sections, there are 
lot of tunnel sections that are slightly 
scent of Wipeout 2097. 
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particular path around the locations. 
within those parameters you can 
move the car around within a two 
screen-wide area 

What we've seen of the action 
looks very fast and furious indeed. 
The docks section, for example, has 

enemy boats moored alongside which 
fire at you, malicious cranes that take a 
swing at you as you hurtle past, opposition 
flying cars that engage you in mid-air dog-fights, 
and the end-of-level boss is a very hard-to-destroy 
helicopter, The power-ups are excellent, too, adding 
an element of variety to the otherwise fairly basic 
shoot-and-dodge gameplay. 

Throughout the five missions (each with their 
own unique backgrounds and enemies) you are 
pursuing Willeford, the controller of all the robots, 
determined to free yourself from his evil control 

The early version of the game we've seen 
certainly runs really fast, while keeping up maximum 


detail. Let's just hope that the finished Op] 
gameplay matches the superb look and feel | P| 
of the concept. Lee] 


Grenades and pistols are freely available 
from coin-op vending machines. And in 
a multi-national headquarters, an 
obscenely bloated boss sits at 
the centre of a giant life 
support machine that feeds 
him burgers, soft drinks and 
live babies on automated 
conveyor belts. 

Hard Boiled, then - 
it's no Beano, and we dor 
recommend your mum reading it. 


ust when we thought we'd 
J be unfazed by anything, 

along came Frank Miller's 
Hard Boiled ~a barely 
understandable and 
totally shocking future 
vision that pulled no 
punches when it 
came to graphically 
depicting a future city 
where sleaze and violence 
has become the norm, In 
three issues, it charts the bewilderment 
of an ordinary Joe (Nixon) who is shocked 
to discover he’s actually a robot assassin 
programmed to think he’s a human. The Dark Knight Returns ~ Batman as 
Along the way, untold real humans a violent old man. Just, 
(the bodycount’s in the hundreds) superb, ease 


reveal their fleshy nature by getting Sin City - More HARE. 
wasted. Unpleasantly. shocking future nofr. li 


OTHER HIGHLY RECOMMENDED 
FRANK MILLER 


The streets behind this flimsy action are Elektra Assassin — 

the real shocker, though. Neon signs Stunning tale of a 
advertise live porno events, including a gang- _ninja-woman. 

bang pit where the participants are Daredevil Born Again - 


chainsawed, Rent boys perform their services Reinvents Daredevil, 
on kerbs ankle-deep in discarded syringes. just as he did Batman. 
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Creepy 
Crawlies 


Discover the world 
minibeasts with ot 
in-school round-up 
six Natural History 
discs. Find out whz 
the pupils of 
Northern Parade 
school had to say. 


Garden Design 
‘Summer's here and it’s 
time to work on your 
garden. We look at 7 
top gardening discs. 


shh ay it 
we zc Tile Garden Cluy 
The full Lite version 
of The Garden Club, 
plus demos of 
Thomas The Clown, 
Geoff Hamilton’s 
Garden Designer, 
John Cabot, Moto 
Racer and more! 


* Get three issues for the price of two Each issue delivered free to your home 
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Abe's Oddysee is the first of five games in the Oddworld 
series. It’s a beautiful 2D platform/puzzier in which Abe, a 
Mukodon, must rescue his fellow slaughterhouse slaves 
from being turned into minced meat. With more than 60 
hours of gameplay and 400 screens, the game looks like it 


ere in the meat-packing 
district of New York 
Not far from the docks, 
down on the Lower 
West Side, just off of 
10th Avenue. On The Waterfront 
territory. The sort of area in 
which Rocky would have been 
seen cracking the 
ribs of some 
hanging frozen 
carcasses. And the 
cinematic references 
are not misplaced, as we're here 
to see Hollywood veterans Lorne 
and Sherry, co-founders of 
Oddworld, unveil their 
eponymous creation. 

The games industry has a 
come a long way from back- 
bedroom geek to Californian chic, 
and the odd couple are the latest 
to bring their Hollywood 
backgrounds. to the world of 
Videogames. Like Boss Studios, 
pair have a long association 
with the world of film and visual 
entertainment, especially with 
regard to special effects. 

Sherry, who is responsible for 
the company’s creative and 
strategic planning, has worked for 
Universal studios, among others, 
and has 19 years experience in 


help to 


working on feature films. She has 
accumulated more than 30 Clio 
awards (we don't know, either) 
and over 25 International Film 
and Television awards. But Lorne 
is the driving force behind the 
Oddworld project, and took over 
two years trying to persuade 
Sherry of its potential. Also, 
having worked for Universal and 
Disney, Lorne’s technically-directed 
many commercials, feature films 
and theme park rides. 

Unlike their peers, Boss, 
however, Oddworld will not be 
developing projects as diverse as 
Exhumed and Spider. Instead 
they'll be focussing on only one 
game genre, and, to a certain 
degree, only one game. 

Abe's Oddysee is the first part 
of the Oddworld story that will 
eventually comprise five 
videogames. Alll five will 
help to introduce and 
establish a new genre 
that Oddworld have been 
creating, known as 
ALIVE (Aware Life-forms 
In Virtual Entertainment). The 
main features of ALIVE are the 
introduction of Gamespeak, 
allowing players to master alien 
languages, and QARMA, which is 
similar to fate or destiny. An 
Artificial Intelligence, QARMA 
monitors and responds to the 
ethics of your decision-making 
throughout the game. 

It all sounds ludicrous, of 
course, but witnessed first-hand, 


cou 


hecome one of this year’s top titles. 


With CVs longer than War and Peace and names that would do the 


scriptwriters of Knot’s Landing proud, Lorne Lanning and Sherry McKenna 


are Oddworld’s two main Inhabitants. PSM flew to New York to meet the odd couple 


it's quite astounding. We'll need + 
to play the full game before 
deciding whether Oddworld have 
made the transition from film to 
game successfully, but at this 
stage you'd have to say they look 
like near-certainties. 

The gameplay is a beautiful 
blend of intriguing puzzles and 
interactive cinematic cut-scenes ~ 
and Lorne estimates that even if 
you know exactly what to do, 
there's still over 60 hours of 
gameplay to complete, 
including finding up to 50 hidden 
characters, Super Mario-style. 
Abe's Oddysee, in which hero Abe 
must abandon his slaughterhouse 
duties and save his pals from 
becoming canned meat (hence 
today's venue), is due for release 
in September. Publishers GT 
Interactive already believe the 
game will 'be one of the top 

titles in °97', with early 
press reviews 
‘overwhelmingly | fd 
positive’. 


urok 2 


Edge gets the first bite of Iguana’s sequel 


Issue 47 of Edge also introduces a new interactive 
entertainment agenda courtesy of a dynamic covermounted 
CD-ROM. The PC/Macintosh disc is packed with over 20 
exclusive demos of forthcoming console, PC and arcade 
titles including Dracula 3D (N64), Ganbare Goemon 5 (N64), 
Metal Gear Solid (PlayStation), Dracula X (PlayStation), 


paikatana (PC), BladeRunner (PC) and Racing Jam (arcade) 


EDGi1 


ISSUE 47 ON SALE | 


Imagine having the use of 
a Ferrari for a whole day. 


answer three simple questions 


And imagine if all you had to do was 


Race performance 
Cars, trucks and 
buggies along eight 
gorgeous-looking 


to get it... 


finally there could be an element of 
sticker in the back of your Hillman 
together with PSM, are offering you 
together with Gamester steering wh 
Personal use of a Ferrari for the day. 
For the winner, then, there’s the o 
show off in front of friends and foe 
success of your current career. You’! 
Ferrari, courtesy of Psygnosis, plus 
copy of Speedster to play it with, so 
moments. Second prize will be one 
Speedster, while five runners up wil 
To win, ‘speed’ your replies to: ‘Of 
PlayStation Magazine, Future Pu 
All entries to reach us by August 14 


a) Whi 
b) Spe 
©) Whi 


No call 
We get 


enveloj 
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truth to that ‘my other car is a Ferrari’ 
mp. For PlayStation Gods, Psygnosis, 
a chance to win copies of Speedster, 


eels and, more Importantly, your own 


Portunity to woo potential girlfriends, 


alike, and to lie to your parents about the 


get a free full day’s hire of a gleaming 


one Gamester steering wheel and a 


that you can relive those Ferrari 


Gamester steering wheel plus a copy of 


all receive a copy of Speedster. 


course it’s mine’ Competition, Official UK 
lishing, 30 Monmouth Street, Bath, BA] 2BW, 


1997. 
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fas a number-two hit for whom in 1962? 
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Is, no bribes, no cash alternatives. Oh, and we're q 
a littl n sends in 15 th 
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Once you've taken in the map, turn over for a detailed company-by-company breakdown... 
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Gremlin Interactive 


The Sheffield coders have made a name for 


Ocean 


Due to their business links with Infogrames and Philips, Ocean now 


have the pick of close on 100 development teams throughout themselves largely through their in-house 


Europe. As such, they hardly noticed the break-up of their 
partnership with Team 17 earlier this year. There may be more 
announcements on UK developed games after the industry show E? 


motion-capture techniques used for the 
successful Actua sports range. Expect more 


of the same from them over the autumn. 


(see our report on pages 8-11). 


GT Interactive 


They may be an American 


Psygnosis 
Since the inception of the PlayStation 
they've been THE publishers. And 1997 


company, but they also have 
something on the back burner 


has-been fairly kind to them as well. No over here in little old England. 


let-up planned for the autumn, either. 
Watch them fly into 1998 with a huge 
variety of genres and titles. 


Telstar 

StarFighter 3000 and Excalibur 
2555AD have been Telstar's 
main contributions to the 
PlayStation and they are set for 
bigger things as the year ends. 


Eidos | 
Interactive 


With their coffers overflowing 


Core Design 

The makers of Tomb Raider. The 
‘Phwoar’ Design responsible for lovely 
Lara. More adventures with Ms Croft are 
‘on the hi on, but in the shape of 


Fighting Force they may have another 


due to the success of Core 
PlayStation favourite in the offing. Deslonierioml Reider Eide 
have the resources to expand 
significantly over the next year. 
Now major players, games such 
as Deathtrap Dungeon and 
Machine Hunter (see our review 


‘on page 120-121) will be 


Electronic Arts 

American giants of sport they might be, 
but they still rely on us Brits for a large fereehed auichiintereens 
chunk of their seminal, innovative titles. 


This year Croc will be the title snapping 


a 


Bullfrog Purveyors of originality 
3 ~ 


At the time of going to press doubt surrounds the future of Bullfrog, or at least a Peter from the Warwickshire 


Molyneux-lead Bullfrog. But it is likely that one project in particular will continue. countryside. With Micro 
Machines V3 riding 


high and Jonah Lomu 


at the heels of the big sellers. 


Mindscape 
Long-time PC boys, Mindscape have made an impressive foray into PlayStation territory ~ 
notably in the form of SuperSonic Racers and Warhammer (for which there are sequels 


doing very nicely thank 


you, what now for the 


planned later this year). Midlands coders? 


Once independent 
levelopers in their own 

*, Liverpool-based 
sygnosis first made big 
aves with the classic 
emmings. Atte a frag 
dodgy patch in thegffas, 


ceamed up lB 
nd ace now eas 
ne of thediaiaa 


-sevelopers 
 «hedliaie Be 


Although they have undergone a recent name change, SIS (formerly known as Psygnosis) are continuing to keep 


their meticulous standards as sky-high as ever by unv: g a number of stunning PlayStation titles. 


Formula One ’97 Colony Wars 


Publisher: Psyonosis __ Publisher: Psyonosis _ 
Developer: Bizarre Creations Developer: In-house 
Release ct Release date: Oct 97 


‘A 30, first-person-perspective, 
space combat game, Colony Wars has 
a Star Wars feel to it, Featuring 70 
non-linear missions, it places the 
player in the role of a rookie fighter 
pilot who will eventually make the 
difference over the fate of his chosen 
people, We get the feeling that this is, 
going to be special. 


Despite the weariness of tired 
hacks (sometimes we think we'd be 
happiest if we never saw another 
racer), the driving game is normally 
the first genre to showcase the 
evolution of software development. 
FI '97 promises to run in hi-res and 
offer the option of splitting the 
screen horizontally or vertically, as 
you can see in these stunning early 
screenshots. Add to that improved 
weather effects (though frankly we 
had enough trouble negotiating the 
‘old ones), dual commentary and 
improved Al and you're talking about 
an experience that's got us quivering 
with anticipation. 


G-Police 


Publisher: Psvanosis ___ 
Developer: In-house 
Release date: Nov '97 


Overboard 


Publisher: Psyanosis 
Developer: In-house 
Release date: Oct ‘97 


Yo ho ho, etc, As Ocean-going 
arcade puzzlers go, Overboard 
promises it all; ships, ports, sea 
battles, bounty plundering, end-of- 
level bosses and 15 specially 
designed levels. If that isn’t blood 
thirsty enough, there's also going to 
be a specially designed two-player 
death match option. 


Place a hi-tech futuristic 
helicopter in a Blade Runner-esque, 
Jupiter-based environment. Wrap it in 
a thoroughly engaging and credible 
plot, Soak ina marinade of sci-fi 
kitsch and kudos and you've just 
about tasted the fine fare that G: 
Police augurs. And you'll be picking 
rotor blades out of your teeth for 
weeks. Psygnosis predicted, in last 
month's magazine, that this will be 
the Christmas number one. Despite 
the stiff competition evident 
throughout these pages, they might 
Just be right. 


Psybadek 


Shadow Masters | 


Publisher: Psyanosis Publisher: Psyonosis —_ Publisher: Psygnosis 

Developer: In-house Developer: Travellers Tales Developer: Tales 2 

Rated by Psygnosis as one of their top The new holy grail of PlayStation developers When an evil dictator turns all life forms on 
releases. When the game is billed as a 3D definitely seems to be the matching or bettering the planet into mechanical monsters, then it 
hoverdeck arcade platformer, you have to pay of Mario 64, The eponymous character of this sounds like a job for mindless shoot ‘em up 
attention, Put in control of two characters (a male seven-world, three-time-zone romp might be man, But then you realise that to inject a sense 
‘and female respectively), each can take their own —_—_designed by Jim Henson's Creature Workshop. If of strategy, there are also numerous puzzles to 
separate routes and fulfil their own missions. Set so, expect Rascal to be fearsomely cute. The plot solve along the way. Imagine Tunnel B! with 
in five worlds with 10 locations in total, Psybadek involves time travel and seems guaranteed to monsters and increased missions and you're 


could prove to be a favourite Xmas stocking-filler, hook the daytime television set. Just about there. 


To clear up the confusion, Eidos are publishers, not, strictly speaking, developers. And Core Design is just one of 
the teams they publish. Core have got their own section later on. But here are Eidos’ other splendid offerings. 


Conquest Earth 


Publisher: Eidos Interactive — 
Developer: Data Design. 
Release date: Summer ‘97 


An action-based wargame featuring earthbound alien invaders from 
Jupiter. Conquest Earth offers a Command & Conquer/Cannon Fodder style of 
control which is interspersed with 3D arcade elements. A nice combination 
of strategy and fast shoot 'em up action, Conquest Earth should be a lot of 
fun, considering you can choose to be the aliens or the earthlings. 


Death Trap Dungeon 


Publisher: Eidos Interactive 
Developer: In-house. 
Release date: September ‘97 


Based on the lan Livingstone Fighting Fantasy books. Using fairly 
extreme artistic licence, the setting has been transformed into a 3D dungeon. 
There are two main characters; one male, the other female. All the usual 
fantasy trappings will be there with numerous magic weapons to wield, 
spells to cast, creatures to fight, traps to negotiate and puzzles to solve, 
Could take a lifetime before the whole game is anywhere near explored. 


Test Drive Off Road 


Publisher: Eidos Interactive 
Elite 
Release date: July’97 _ 


You've got a Hummer, Jeep 
Wrangler, Land Rover Defender, 
wrolet and 12 tracks to race on, 
“ferent racing environments such 
2s dirt, sand, rock and snow add to 
she variety. Along with the usual 
ces you can enter a variety of 
-ampionships, from individual 

s tournaments to free-for-all 
ces. Add a two-player split-screen 
ose, multiple camera angles and 
= ability to link to another 
PayStation just for fun, and you 
be looking at a game of no 
fete surprise. 


Machine Hunter 


Publisher: Eidos Interactive 
Developer: Eurocom, 
Release date: uly "97 _ 


A 3D hybrid/blend of Robotron 
X, Loaded and that classic 
Commodore 64 game, Paradroid, 
Machine Hunter lets you pilot a 
variety of droids around a multitude 
of levels, shooting robots and, well, 
anything else that wants to mess 
with you. Relying on classic 
gameplay mechanisms for its 
entertainment value, Machine 
Hunter might just be the adrenaline 
shot needed for those lazy summer 
days. See what we think of Machine 
Hunter by turning to our review on 
page 120. 


Wren e 1903 


Formed in 1996 from the 
anes of Domark and U 

old, Eidos Interactive are 
partofa stableof compan 
that includes Glasswork 
BDI company most fame 
for the lottery hand In the 
ads) and Naked Record: 
(who have rising stars Velve 
Jones and Super 8 on their 
hooks). Must be a pretty coo 
place to work. 


Thirteen years would be 
unlucky for some, bur not 
Gremlin = that’s how many 
years they've been going for, 
Their first big game was 
‘Monty On The Run and they 


From humble beginnings, Gremlin have emerged as one of the two major sports game developers in the world (EA 


being the other one). They also seem determined to create an Actua Everygame, as a quick glance below confirms. 


Actua Soccer 2. 


Publisher: Gremlin Interactive 
Developer: In-house _ 
Release date: October "97 _ 

If Actua Soccer 2 lives up to its 
potential, it will be phenomenal, Out 
goes the tired lo-res, half-sprite half- 
polygon footballing experience of 
old Actua. In jumps a beauteous hi- 
res, one hundred per cent super- 
smooth, new-control-system 
polygonal sequel. Expected to 
feature texture-mapped faces of real 
English and European players, the 
football gaming world can breathe a 
sigh of relief that Eric Cantona has 
retired from the Beautiful Game. 


Actua Ice Hockey 


Publisher: Gremlin Interactive 

Developer: In-house 

Release date: Oct’97 __ 

Hmm, Actua Ice Hockey. Probably means we 
can expect to see slippier-slidier motion capture 


Premier Manager 98 


Publisher: Gremlin Interactive 
Developer: In-house 
Release date: 0 7] 


When Moses cast the Ten 
Commandments, the lads from 
Gremlin were on the other side of the 
mountain competing with a stone 
tablet version of Premier Manager. 

It took the labour of 1,000 elite 

Assyrian slaves just to write the rule 
book. It's even rumoured that Moses 
created an eleventh commandment 

|_ Just for Gremlin: ‘Though must 
convert thy management game to 
every console/computer platform 
that exists in the world’ 


Actua Tennis 


Publisher: Gremlin Interactive Publisher: Gremlin Interactive 
Developer: In-house Developer: In-house 
Release date: Oct'97 _ Release date: Qct97__ 


Another imaginatively titled sequel, hopes 
are high that Gremlin make a substantial 


There's a brace of tennis sports sims playing 
the PlayStation circuit at this moment in time. 


than Actua Soccer, more violence and mayhem 
than Actua Soccer, and more sticks and flat- 
shaped pucks than Actua Soccer. In fact, it's 


had a series of hits in the 16 
bit days with 200), Lotus, 
Mansell and roany more 


The simple act of placing the title Actua at the 
front of the sport's name adds a couple of points 
in its favour, Add to that the experience gained 
by Gremlin with their other Actua titles, and it 


improvement over the original. Actua Golf failed 
to impress due to its rather out-dated looking 

graphics and lumpy gameplay. If there’s as much 
revision carried out on this title as there appears 


Gremlin made a name for 
themselves as 32-bit players 
‘with the velease OF Actus 
Soccer. Oh, and Loaded 
Which was a big hit in the 
States, apparently. 


ome of tHe Bldesehands in 
-gftware game, Ocean 


ound for longer 
semembec. Responsible fo" . 
siring of hits over the yes! 
2nging from the likes ot 

fight sim EF200010 Wo: 


probably a safe bet to expect this sports game to 
be completely different from Actua Soccer. 
Probably why it's called Actua Ice Hockey, then, 


to be with Actua Soccer, then Actua Golf 2 could 


might just be that Actug Tennis serves an ace 
be one to laok forward to. 


other tennis games have no reply to. 


Ocean have already given the world Tunnel 81, VRally, Cheesy and True Pinball, to name but a few of their 


PlayStation titles. So what have the publishing giants got hidden up their extra-long sleeves for us this year? 


Total Drivin’ 


Publisher: Ocean _ 
Developer: Eutechnyx 
Release date: Sept '97 


An arcade style driving game which, 
according to the Ocean people, is very 
accessible and very easy to drive. The 
finished game will feature five different 
styles of cars, ranging from Beach Buggies 
to Formula One racers. To stop players 
from going completely round the bend, 
there will also be 42 different combinations 
of tracks to race on. 


Motor Mash 


Publisher: Ocean 
Developer: Eutechnyx. 
Release date: Sept '97 


od 


A top-down racer in the style of Micro 
Machines, Motor Mash promises a completely 
different feel, due to the character of each of 
the cars — sort of Wacky Races on the table- 
top. To those in the know, it looks a lot 
different, feels a lot different and plays a lot S 
different from Micro Machines. Our one 
prediction for this game is that it's going to be 
different from Micro Machines. Possibly. 


From out of relative obscurity, Core Design exploded on to the PlaySta' 


n with their seminal title, Tomb Raider, 
the game that upped the PlayStation stakes for all the other developers. And they’re not finished yet. 


Fighting Force 


Publisher: Core _ 
Developer: In-house 
Release date: Sept '97 


A non-linear, 3D, interactive fighting game where you have to 
eventually defeat an evil tyrant. The different thing about Fighting Force, 
over its more placid arena-based contemporaries, is the ability to interact 
with different elements of the scenery and use them as improvised 
weapons. Choice of routes to travel are built in to ensure a lack of 
staleness. Sounds a bit like the antique title Double Dragon, but in 3D. 


Tomb Raider 2 


Publisher: Core _ 
Developer: In-house 
Release date: Nov'97 


3D Uberkind cyber-babe with guns and attitude ~ Lara Croft — is 
back. And this time she'll be smoother, classier, fashion conscious and 
much more stylish. Or something. Core are keeping quiet about the 
story line, other than releasing details of Lara's averall objective to 
retrieve the Dagger of Xian. New types of move, such as her side-on 
hand-over-hand, are going to open up new possibilities for exploration. 
We await with bated breath — as they like to say in Tunbridge Wells, 


Bullfrog have recently been bought out by EA for $50m, enabling them to almost double in size and devote 
themselves to producing next-generation software. And here's the first game to be published under the new banner. 


Populous 3 


Publisher: Electronic Arts _ 
Developer: Bullfrog 
Release date: Oct ‘97 


Widely believed to be the swan song of 
Peter Molyneux at Bullfrog, Populous 3 
boasts of a superior Artificial Intelligence 
system which aims to put the Populous name 
Back at the top of the God game genre. 
Aomed at the new mass of gamers who may 
Seve missed the original first time round. IF 
you're one of them, jump in the air, stamp. 
your feet, and clap your hands, It's coming. 


developed over 50 games 


for a huge variety of 
formats. Core were bought 
by Eidos in. 1996. 


‘After making their name or 
‘the Amiga with Populous (the 
“original God game) anid 
“dicate, Bullfrog wert on 
to bidtiGea better tines 
Recent!) (eWeReeIy Theme 
Park and Silicate Wars 
from these oF Miia eat 
prolific develope aaa 
also looking forward 
Dungeon Keeper. 


With Excalibur 255S5AD and Starfighter 3000 already released, relative newcomers Telstar are keen to drop their 


dodgy '70s ‘Tribute to the Rubettes’ image and come bang up-to-date with a slew of top-notch PlayStation titles. 


Joe Blow 


Publisher: Telstar 
Developer: Abstract 
Sep ay 


A cross between Mario 64 and 
Crash Bandicoot, Joe Blow is being 
developed by ex-Sensible Software 
development team Abstract. Their 
pedigree includes games with the 
gravitas of Cannon Fodder, Sensible 
World Of Soccer (still the favourite 
footie game of many of the PSM 
staff) and Sensible Golf. Despite a 
glut of so-called Mario 64 non- 
linear 3D world games, Joe Blow 
should at the very least be exciting 


hhave been trading for four 
Sie and engaging. 


years. Initially they compiled 
‘two for the price of one" 
packages for other games: 


Console publishers. belors Wreckin Crew Formula Karts 
cane eters 
CORSE prodieds nah 
f Publisher: Telstar Publisher: Telstar 
ued is ik Rene Developer: Quick jaw Developer: Manic Media 


Release date: Sen ‘97 Release date: Sep’97 


thelr own praduet 


development and publishing 
for CDsbased mnultimetia 
technologies, Includiog the 
PlayStation: Their objective 
they claim, (5x0 devalon 
Innovarive interactive ities, 
with the emptssts placed on 


The first of Roehampton-based 
Quick Jaw’s releases. This team are 
responsible for the Street Racer 
engine and thus hopes are high for 
a racer that does more than just pay 
lip service to the look of a Mario 
Kart clone, As the name hints, this 
could be a serious contender to 


Manic Media are big fans of karts, 
They already have Super Karts and 
Manic Karts under their belts. Formula 
Karts leans toward simulation, mostly 
due to an affiliation with Benetton, 
who supplied the physics models. 
Rather than being stuffy, though, this 
helps capture the excitement and fun 


Destruction Derby 2. that only a kart can provide. 


There are hardly any bigger publishers in the world, so it's particularly gratifying that Electronic Arts have so 
much faith 


the wealth of design and coding talent that’s currently available in the UK. 


Hlectronic Arts Croc: The Legend Of The Gobbos Alien Versus Predator 


the '80s and probably made 
thelr name with Sid Meier’ Publisher: Electronic Arts Publisher: EA 


classic God game, Developer: Argonaut Developer: Rebellion _ 

Civilization. $0 when aro Release date: September '97 Release date: March ‘98 

{going to see that on uff 

PlayStation, eh? Arle Aimed at the 8-plus gameplayer, Croc claims that it takes the essence of I'll be interesting to see whether Rebellion opt for a complete re-jig of 

have also been siigime 20 platformer classics like Yoshi’ Island and places them in a much more" this desperately out-dated Jaguar Doom clone from yesteryear, or release a 

forthe Fira gallina Controllable, realistic and accessible 3D environment. Offering more than straight conversion. A straight conversion would be an insult to the power of 
7 more? rigs 50 enemies and 60-plus levels, Croc might just give Crash Bandicoot more the PlayStation. If the worst happens, expect to see it around Ch, 


thelr bacilli than a run for its money. Why? Argonaut are developing the game. Jez San 
ove gee Bath's is the 3D innovation man 
cute lene 


Not content with the stunning mastery that is Micro Machines, the Codies (as we affectionately know them) are 


ever end? 


set to make a big with - gagh! no - another racing game for the PlayStation. When wi 


Codemasters 
Toca Touring Cars Codemastets have been 
Publisher: Codemasters _ 
Developer: In-house 
Sa 


‘making videogames sing 
the dawn of the compl 


Possibly the most exciting form of hi-performance motor car racing, 
Toca Touring Cars features the drivers, teams, cars and livery of the 
complete 1997 Touring Car season. Advanced Al techniques mean that 
PlayStation-controlled drivers will remember earlier slights such as little 
nudges into the gravel track. All the Touring Car circuits are accurate to 
within 30mm. We can’t wait to race on KnockHiill as John Cleland. 


Warhammer is one of the great gaming phenomena of the ’90s. At a time when it seemed that videogames were the 


only kind of game anyone was interested in, this table-top wargame has become ever more popular. 


_ Mindscape 


ns not very well knowa that 


Dark Omen ainda be fates 
Developer: In-house ‘owned by the multinational 
Release date: Nov ‘97. ‘ conglomerate, Pearson, As 


Madame Tussauds, 
Neighbours, The Billand 
Peniguin Books. So there 


A follow-up to the moderately successful Shadow Of The Horned 
Rat, Dark Omen is fantasy wargame featuring real-time arcade 
strategy to ensure no slackness from budding commanders. Based on 
the Warhammer world of Games Workshop, the game is more 
campaign-based than mission-based. As such, early seemingly trivial 
mistakes can come back and haunt you. Hurrah. 


Hang on, you may be saying, how come they've got Duke Nukem in here? Surely that’s an ages-old American game... 
Well, that’s true, but the very smooth-looking PlayStation conversion is being done right here in Britain. 


GT 
Duke Nukem a 


Miata RAMNURliice for the 
Insta yeasntiey stance 


Publisher: GT Interactive 
Developer: Nick Pellin as aldistriburlon company 
Release date: Autumn "97 __ America, with Wolfenster : 


the PC as their frst game 


“They hit the jackpot when 


Seminal PC title comes to the PlayStation. Will probably be hard- 
pushed to make as much impact as Dukey originally made. 
Nevertheless, the tight design, believable environment and plethora of 
exciting weapons and accessories should keep those of us not yet tired 
of the Doom clone happy over most of those long winter nights. 


“hay managed to persuade id 
1 publish Boom 2as.a retal 
pout lhe erlginal Boom 
was orl 
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Spawned) by Branson’s world-famous business empire and 
Shaped by Virgin ideology, with its affinity for the bold, 
nconventionall and enterprising, Virgin Interactive has 
become agmajoregamesspublishersandestrongssupportersof, 
PiayStauony 5) ioola at its plans for the Consoles future: 
Bnd echdratne steady aniitnawon of tie) Virgin) Group) 


We did it our 


THESSTORY SO FAR 


[1] Agile Warrior 
March ‘96 


6/10, PSMz 

Structurally the game is put together pray: 
Well, but the High difficulty level maken 
frustrating afd the graphics don’t Saanne 
PlayStation oe jot.’ 


{2} Criticom 

March '96 

7/10, PSM2 

4 challenging combat game that Oly 
Feveals its depths with time. Not feally 
recommended for beat ‘em up beginners 


{3] Streetfighter Alpha 

(Capcom) July '96 

8/10, PSMS 

‘Capcom's decision to cling to established 
values is more than vindicated by What 
rates as the most comprehensive 
PlayStation 2D beat "em up to date.’ 


3 = 


[4] Impact Rage 


(VO) August 96s 


5/10, PSM9 ‘ 
‘Reasonably GXGMMENEENOFE bursts but you 
Won't play it fommemg Wt look or drive 


as well as Ridge 


15] Resident 4 
(Capcom) August ry 
9/10, PSM8 


Beautiful visuals, fae Gameplay and a 
dhillling tale wedgedilebetween.’ 


YOUPStI get guns.” 


16] Darkstalkers 

(Gipeom) October "96 

Z/ND, PSM12 

Weiaitely not Streetfighter, which i: 
both bad and good, While a it’s a sound 
Game, it would have been better if 
Darkstalkers had been teleased before SFA. 


Aware 


(7) Earthworm Jim 2 
November '96 

6/10, PSM) 

‘Ammeiig and fun. But this appe@arel 
same form on 16-bit, provides Hite 
challenge and adds nothing tothe 
plalferiier that hasn't been seem before.’ 


Wil iel WIN © Ga eee SS 


a 


trangely, Virgin Interactive isn’t 
a part of Richard Branson’ 
world-famous Virgin group of 
companies; it was sold to US 
media giant Viacom for $165 
million, three years ago. This transaction 
made it part of an empire that includes: 
Paramount Pictures, a major force in 
Hollywood, from The Ten 
Commatidments through to Bravehegrd 
viathe Godfather trilggy; Paramount, 
Television, with channels such as MT\ 
VH-1, Nickelodeon and, perhaps not too 
sugprisingly, the Paramount Comedy Wh 
Gfiannel — | its shows Tifellide Cheers, 
Fxasier, Star Trek, Beavis and Butthead 
and Entertainment-Tonight, Simon-é 
S€hulster,“one of the-largest book 
publishers in the world, particularly 
strong-inthe education and reference 
markets; 8lOckbuster, the largest renter 
and retailer of home video products ~ 
the chain boasts close to 4,000 stores 
worldwide, after an expansion 
programme in 1996 which sa) 
outlet openedsevery.11 hours, 
However ftiwas recently @pnounced 
that before -theyend of 1997,¢Virgirr 
Interactive willtbe-sotd on onte more. 
Corporately, the, Virgin's futile is 
unclear. One-thifig that’s certaifi, though, 
is that the firm Ayill continue to be-e 
major publishing force-around the world 
and that-sUpport for PlayStation remains 
central to its plans. In the UK Virgin has already published 20 
games on Sony's format, selling around 1.5 million units in 
Europe alone in the process. By the end of the year, it will have 
published at least 20 more new titles. This prolific schedule is in 
marked contrast to Virgin’s no-show at the European launch of 
PlayStation: it was six months after the arrival of the hardware 
before Virgin released its first PlayStation game (Agile Warrior) 
and nearly a year before it had its first proper hit (Resident Evi). 
This shocking tardiness seemed as good a point as any on which 
to start quizzing Virgin Interactive's ever-exuberant deputy 
managing director, Sean Brennat 


Late arrival 

PSM: Why did it take you so long to 
come to the PlayStation party? Did your 
hesitancy reflect any lack of faith in the 
machine? 


SB: No, far frompit, But we are always y 
cautioug with neWwepfatforms and are 
never one-<f the first publishers-to 
tgleade |produtts. 


psM"Haw would_you assess Virgin's 
contribution to the PlayStation so. far? 


‘Our PlayStation support will grow. 
The Saturn market is stagnant and 
financially the N64 makes little 
sense for publishers. 

Interactive's deputy managing 
director, Sean 


Command & 
Conquer wasn't 
designed-for the 
“PlayStation but 
the-PC conversion 
of this superb 
strategy game 
has certainly 
made its mark 

on the charts. 


SB: Our two major_contribtitions were [8] Sta 
Resident-€vil, a seminal-product, and. (Capcom) | 
‘Command-& Conquer,-which gave the 

‘consumer-more than just-arcade action: 


PSI: What-havé been the highlights? 


$B: The highlight has to be a game from 
one of our affiliates, JVC. We distributed 
Sea Bass Fishing for them. I've no idea 
why it didn't sell that well ~ it cod have 
been a contender. 

asn't designed to 
PSM: What do you-think of what Sony-have a Still a spectaculaily 
done with PlayStation-in-Europe so far? 


SB: Sony have-beeh Successful because 
they'Ve been very. supportive of the 
publisher and developer-communities and 
have had-the-confidence and resources to 
execute their plans. They also understand 
the importance of having a wide range of 
software. 


PSM: How important is the PlayStation to : 
Virgin in comparison to other formats? [10] Streetfighter Alpha 2 
(Capcom) December '96 

$B: While the PC is still the most important 
platform for us, the PlayStation is becoming ‘Street Fighter Alpha 2 may lack the extra 

more and more significant. In fact these are ups today, but 
the only two platforms which we are i it, especially 
currently supporting. 


Resident Evil is 
Still one of the 
most popular 


PSM: How many PlayStation games do you 
have in development at the moment? 


SB: We have over 20 being developed 

specifically for Virgin. Many more are being n 

developed by our affiliatefabels. iter. Lacks 
makes up 


being released 
over a year ayo. 

In Japan the game 
has sold over two 


PSM: How™hany PlayStation games do-you 
hope to release in Y997? 


_ ; February * 
y S : ; 8/10, PSM13 


SB; Twelve from Virgin and another 12 from affiliates, including 
Capcom, LucasArts and JVC. 


25M; Do you see your-PlayStation support-growing, waning,-or 
staying-about the same_in-the future? 


$B:_Qur-PlayStation support-witl 
grow. The Satur’ market is 
stagriant and the Nintendo” 64 makes 
little sense for publishers because of the 
financial obligations involved. 


there's something more to 
PSM: How do you see the PlayStation’s han slapping together good 
future shaping up in Europe in light of 
fresh competition from Nintendo? 


‘SB: The PlayStation’s future looks strong, 
with a good price point for hardware, an To Hollywood 
extensive range of software, healthy third- 
party support and strong distribution. Nintendo 
won't be able to compete effectively in the UK as 0 equel entitled ‘spor 
they don't have their own office but instead go via a jets lost in the icy 
Y distributor. jer seen again?’ 


been a decent game i 
had given it a little 
ind a few more levels.’ 


June ’97 
7/10, PSMZ0 


9/10, PSM20 
‘You can argu 


then you'll 
combination of 
make this a game 


4/10, PSM21 

‘Your average run-of-the: 
on-or-garden, seet 
game. Not especially good, nai 


PC game, not a cut 
lion title.” 


irgin Interactive may not have 
been part of the Virgin group, 
ince 1994, but it was Richard 
Branson's wapld-famous business 
empire that-fipst spawned the 
publisher, and shaped its culture. That, 
perhaps,as why Virgin remains-a unique 
proposition in-the someétimes-stald world of 
games softwareThe firm| is known as 
something of a-maverick~ and-indeed 
sevels in @ reputation that draws-on 
defiance, risk and-humour aswell as 
(sometimes) aggression, arrogance and 
poor taste. 
This is, of course, terribly dangerous 
ground, bordering on the pants-on-head, ‘Gosh aren't we bonkers?! 
territory, and there's nothing quite so grimpas-conttfived [Uhacy oF 
phoney attitude, The fact that-(most of the.time) Virgin Interactive 
manages to play-the role of swaggering oufsider with sonig style, 
is testament {6 its formativé.years in the Virgin fold ~ and;to the 
encouragingly-Entrepreneuriafenvironment of-Mr-Brayson’s 
famously nonenformist company. 

Branson himself was-an atademically-average public schoolboy 
but.a-born businessman. In-1967, after bagging a fair few ‘O" 
Levels, he optedjagainst the sixth-form shuttle to university and 
decided instead to-move to London to launch Student magazine. 
He-set Up offices in his reasonably-wealthy parents’ pied-a-terre in 
Albion Street (near Paddington Station) from where he was soon 
running not only Student, but also a mail-order record company, 
an employment agency specialising in hiring out under-employed 
nurses to act as cleaners or babysitters, and the Student Advisory 
Centre, a voluntary organisation which spent most of its time 
dishing out advice on sexually-transmitted diseases and directing 
pregnant teenagers to sympathetic doctors. To help him run his 
burgeoning businesses (which all operate under the holding 


company, Virgin), Branson gathered together 

a raffish group of teenagers and 20-somethings, none of them 
particularly commercially-minded, all of them passionate about 
music, and mosf“6f,them not averse to-thfe oddsrecreational 
rolkup, They were-heady days. 

Soonrlahdi given the cultural-leanings of Branson's "earliest 
employees, perhapsiinevitably, the music side-ofythings begins to 
dominate. Virgin-became afegular advertiser in-Melody Maker, 
undefcutting record’stores by.a-few shillings/and building a 
reputation as a-leading arbiter of good taste (scoff now, Chemical 
kids; but having Tangerine Dream albums before anyone else 
scored You big points in the early '70s). 

A threatened postal strike prompted Virgin to 
open its first High Street store in 197]. But Branson's 
ambitions went a lot further than retailing; he 
envisioned a multi-faceted music empire comprising 
a record label, publishing company-and management 
agency. The first-stepvon the road to-realising‘the 
dream was taken later in'7T when Virgin bought 
Shipton Manof, a 17th-century-country mansion in 
‘Oxfordshire, which the fitm turned into-a recording 
studio for bands signed-to the label. 

The-first band to use Shipton featured a guitarist 
called Mike Oldfield. One day, the-young hopeful | 
slipped studio boss-Tort Newman a tape of a solo 
project-te’d been working on. Despite the fact that the 


Okay, perhaps not the Virgin Islant 
but this Is Richard Branson's o#m 
rsonal desert isla: 


material had been rejected by virtually every record company in 
the business, Newman was impressed enough to recommend to 
Branson that Oldfield should become the first signing to Virgin 
Records. The resuft, Pleased in May 1993, was Tubular Bells,an 
album featuring two#Continuous sides of instrumental music. This 
obviously represedtedean enormous commercial risk-and, initially, 
radio stations-and record stores. shied away from such-a 
deviation from the 12x3-minutes norm. A-couple of weeks after 
its release, however, John Peel=then, as now, the-nation’s arbiter 
of avant-garde good taste - broadcast the album_in-its 
entirety. Soon_it-was number one.in-the UK album charts-and 
a-huge critical success: Branson sold the-US rights to Atlantic 
and, almost immediately,-it-became an unlikely top-three hit 
in the States-as well. 
Tubular Bells went on to sell millions of copies, make 
Virgin millions of pounds and, almost in an instant, 
establish Virgin as a serious player in the music business. 
Throughout the mid-'70s Virgin was a very hip label and a 
distinctly groovy place to work. The company attracted the 
brightest young talent around, gave them crucial jobs, and then 
left them to their own devices. Amid this liberated and 
liberating environment, Virgin's ‘company weekends’ became 
semi-legendary, From Friday to Monday, Virgin would take over a 
country house. Rule number one was that business was banned. 
After that, the rules pretty much dried up. With Branson acting 
as indulgent ringmaster, employees would relax and indulge 
themselves in a somewhat hedonistic lifestyle. The borderline 
Bacchanalian experiences fostered a solid if unconventional team 
spirit and the company went from strength to strength. 

Virgin's next major moment in the spotlight came in 1977, at 
the height of something history recognises as punk rock. A year 
earlier, the recognised top dogs of British punk, ‘the Sex Pistols, 

having been initially rejected by. Virgin, had been signed by EMWy 
one of the oldest andymost conservative record labels_in-the 
music business. Then, when the-Pistols appeared-live 

on Bill Gruhdyis"Today programme, they said “fuck” 
and‘shit’ a few times and sent-the entire nation 
into-an apoplectic-moral frenzy.-The tabloids went 
ape; ver kidz|weht Pogo a-go-go;-and the Pistols 
were suddenly the-hottest band around; far too hot 
for-EMI'whieh, under jpresStre from outraged 
shareholders, announced that it would be dropping 
the group immediately. 

Branson got straight on the phone to EMI's 
chairman and offered to very kindly take, the > 


Mr John Lydon, AKA Johnny Rotten. Perhaps THE 
punk Icon of the Seventies and responsible for 
some Virgin lawsuits. His group, the Sex Pistols, 


were a slight musical change from Mike Oldfield. 


More area in which Virgin 
actly how they please. 
nd sometimes, in our 
opinion, wrongly. Their adverts have always been 
eye-catching and ifinBvative but sometimes good 
taste has been cast aside in the pursuit of 
sensationalist selling. 

While the adverts with cuddly toys are just very 
silly and funny, others, such as the Resident Evil 
bloodbath, border on the shocking. This can be 
justified, however, when you look at the context of 
the game and its content. Also the allusions to 
masturbation in one advert are just a silly play on 
words and only offensive to the prudish. 

What cannot be justified, however, are the 
adverts Which are blatantly xenophobic and 
perpetuate hatred tow 
in particular. It was such an ad Whiel 


doing, in an attempt 
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Virgin takes products from its affiiat 
Basically does the rest: orders th | 
manufacturing, co-ordinates marketing and PR 
campaigns, sells to retail, and generally deals 
any problems. 

Among the affiliate labels currently ommiihe 
roster are LucasArts (Dark Forces, Rebel A 
Capcom (Resident Evil, Street Fighter Alpha, jj 
Gladiator) and JV@ (Wietory Boxing). While Vi | 
not the originators 6f thé games from the | 
companies, they afe responsible for bringing 7 
the UK market, and s@eing as how their add 

uid go on the fro ny letters of complaint 
about them, its only that they should als@get! 
bit of credit for 


pretty damn 
Street Fighté 
and Victory 


Is and Capcom have been, 


1t Was the Sega systems that really helped the Virgin games arm to take off. Virgi 
business in this country to Sega itself and-then went on to become a huge independent publisher. 


} Pistols off-his hands. A-meeting was arranged with the Pistols 
fotoriously-unconventional manager, Malcolm McLaren. 
Unfortunately McLaren took an instant and intense dislike to the 
Virgin boss and, despite thrashing out a verbal agreement with 
him, signed his band to A&M instead. At the,end offa-partyito 
celebrate the deal, however, the Pistols-smashed up their néw 
record company's plush West €hd offices. Thdspext morning whey. 
were once-agaifiylooking for atjew home. 

This time Vifgin-won the dgy and-signéd 6p the group-ingtime 
for-one of their finest-hours (Well, three minufes), Got#)Save The 
Queen, a-spunky-little ditty-acelrsing our beloved: moriarch of 
being nothing-tegsjthan an alien™in-charge of a fascist-regime. 
it-climibed to number two in the Charts-in-the very week of the 
Queen's-silver jubilee celebrations (many still suspect it was only 
held off the-top slot by some behind-the-scenes manipulation of 
sales figures by an industry that didn’t want to be seen to be 
endorsing such venomous sentiments) 

The Pistols’ album, Never Mind The Bollocks, was released in 
1978. Its title and the liberal sprinkling of swear words 
throughout the record (Bodies is particularly fruity) prompted 
Virgin and the group to be prosecuted, unsuccessfully, for 
obscenity. To his very great credit, Branson refused to disown the 
group, or hide behind pompous platitudes about free speech and 
artistic expression. Instead he saw the legal rumpus and 
accompanying media mauling as ‘a bit of fun’, and duly smiled 
his way through it. 

The Sex Pistols and Mike Oldfield can't be said to have too 
much in common, but they both performed similar roles for 
Virgin, Tubular Bells and Never Mind The Bollocks have both made 
Virgin an awful lot of money over the years, but they also 
helped to make Virgin’s reputation as a company prepared to take 
risks on ‘difficult’ artists and to back them with confidence and 
style. So who would be next up? 

In the early 1980s Virgin struck gold again by signing Boy 
George afid|his grélipsCulture Club. Again, irmight-be-hard to 
imagine Te pows but ndt only was George the must ‘successful pop. 
statgtahe }980%, he Was also far and-away the most-radical; an 
openiHomoséxual_cfoss-dresser, thrilling young gitls,-confusing 
boys, Charming parents and dismaying bigots by becoming 
‘enormously-popular all over-thé world.And, 
again, it was-Virgin that_provided the 
‘encouraging-environment and commercial 
infrastructure for the artistic success. 

The ‘80s was a successful time for Virgin 
Records, but it was also the decade in which the 
group expanded away from the core businesses 
on which it had been founded; music and-retail 
(In fact Branson sold Virgin-Records to Thorn-EMp 
for #560 million” in 1992 and-has-also gradually 
divested the group-of most of its retail 
business). Branson took-hig Company into 
nightclubs; publishing, holidays;-cOfdoms, 
property development, radio, film, -soft drinks 
and, perhaps most famously, the airline business 
in which after many infamous-and bruising 
battles with British Airways - Virgin Atlantic is a 


(1) Perhaps the most famous 
videogame ever, Sonic was one of 
the successes whiclt helped Virgin 
promote the Mega Drive. (2) 
Virtua Fighter followed, but by 
then Virgin aad moved on. 


OR 


Bw it their stride on 
BE up a head of 


two most 
are the foll 


Virgin's latest foray, this time into 
cyberspace, Is likely to he every bit 
as successful as their other 
Ventures. Whatever Virgin do they 
Seem to make a success of. Except 


jains one of the best 
Bh. It’s also one of the 
id 500,000 units sold 
date. it was also voted number 
SIFY Top 50 (PSMI7). Capcom 
if their|work under wraps, but 
the sequel is due OU In Japan in the first quarter of 7 
1998, with a UK felease following shortly afterwards, 
Red Alert, the prequel to Command & Conquer, is 
already the most successful PC game ever released 
in Europe, with sales already knocking on the door 
of one million, As with C&C, developers Westwood 
Studios (the Las Vegas-based team wholly owned by 
J ] shat } Virgin) are overhauling the game for PlayStation, 

1 A MD ) topping up the test of strategy at its €ore with more 
Li consolefriendly action and additional tailormade 
missions, It should be out just in time for Christmas. 

Hellfacer should also be worth loa 
first game from a new Bi 
\ 4 . f formed last year BY Re 
nh, two of the prinelp: 


world leader. And the preferred mode of travel for PSM Officially bloody marv 
Virgin Games was established in 1983 on the back of Britain's another frighteningly 

home-computing boom inspired by 8-bit micros like the Sinclair 

Spectrum and Commodore 64, and then developed by 16-bit tracks.) 

machines like the ST and Amiga. With a strong brapd name and alarmin 

canny marketing skills, Virgin was a player in the games business, 3D envi 

from day one. It wasn't until 1988)Mfowever, when the firm spicy cor 

bought a smaller firm catfed Mastertronic, that it began to stake a patrolling 


claim for a place in the software. super-league — although its rise 
through the ranks was-kick-started. more through luck-than 
judement: Virgin bought Mastertronic-becalise the company had 
made ayeputation for produdng-goad,-cheap games for-home 
Computers: Six months-earliemy however, Mastertronic had picked 
Up\the European distributi@naights to.a.clumky little 8-bit console 
called"the Sega Master System. 


design the Play§ 
In 1988 Virgin was only vaguely aware of this odd version tov off 


little corner of its new acquisition’s business. Over the more th 
next five years, however - and to everyone's surprise ~ 
Europe went console-crazy, with Sega, handled b~Virgin, 
leading the way. The follow-up to-the Master System,-the 
Mega Drive, which-wag)introduced by-Vitgin in 1989, 
remains the most sdécessfyl console ever launched in 
\\ Europe; It's widely acknowledged that Sega’s-success 
“J was largely-down to the marketing Nous and forcefut 
attitude that has-made Virgin a success-in-so many 
other-areas. It's ironic, then, that Virgin should-now be 
such a committed supporter of Sony's PlayStation and that 
it-has wiped out all-traces of Sega Saturn development 
from_its-schedule. 

In 199] Virgin sold its Sega business to Sega itself for 
£40 million. Good business by any standard. Freed from such 
close ties to one manufacturer (and boosted by a significant 
injection of cash), Virgin went from strength to strength as 
an independent games publisher. Within a year, it was vying 


with American giant Electronic Arts (the firm behind FIFA 
/ Soccer) for supremacy in the European videogames . ©), © Hettracer is 
é marketplace. another Virgin hope for 


It is still nipping and tucking with EA for the top slot, the future. It's a hover 
with a bulging PlayStation line-up set to play a big . “ racer similar to Wipeo 


part in Virgin’s quest to stay at the top of the - © Ballbiazer is also 
league over the coming years. = for release in '97. 


THE Authority in PlayStation Gaming 


e 
PlayStation 
~~ f, me of S} =, 
Always first with the hottest information, this month 
PlayStation Power exposes Crash Bandicoot 2, Time Crisis, 


Actua Soccer 2, Rapid Racer, Metal Gear Solid and many more. BAAR 
-_ Ea THE RODENT : 


Massive Inside Story / 


Time Crisis 
Metal Gear. ‘Sold 
Syndicate Wars 
Actua Soccer 2 
Rally Cross 

. [Actua Bolt 2 
Fighting Force 
Machine Hunter 


(35) 


Every month PlayStation 
Power carries a FREE 68- 
page full-colour tips bible 
containing as many tips as 
BB the so-called tips mags! 
pent = This month it’s 
eee $= packed with huge 


68-Page Full-Colour Tips Explosion! q 
ra) 2 PlayStation ais Joti Sas guides to ISS Pro, 
OWS te TO GIVE AAV! Excalibur 2555, 
TIPS BIBLE 28 : 2 Suikoden and Rag 
—<< es Racer, along with 


countless cheats 
and competitions! 


fage Racer Guide! 


“AR 


~ : 
Canin 


INTERNATIONAL 


SUPFRSIe 


PSM Is prepared to award a golden ‘10’ to games 
which are perfect. 


A splendid plece of software ~ recommended 
without prejudice. 


Very, very good. Add it to your collection 
forthwith, if not sooner. 


A great title with minor i 
worthy purchase. 


A case of Why did they do that?. Play 
with some dodgy bits. 


Straight average. Unoriginal or flawed, bi 
worth buying ~ just. 


Below average. Probably has some 
gameplay or lifespan flaws. 


Looking pretty bad. Maybe worth borra 
couple of days. 


Special games which we think deserve to go © 
‘must buy’ list are also awarded our StarPlayer 


Vy 


REVIEWED 


Hyper Tennis 


(12 Awiright! Celebrations at the Ninth. 
(2) Open the stance, swing those arms. 
Fore! (3) Nick Faldo, putting for a birdie. 
Quiet everybody... (43 Just how | prefer 
my Martini, as Peter Alliss might say. 


Smart graphics, six courses, neW Shot types, and 
quite the best commentary eVeF to have graced a sports sim. 
We join Messrs Alliss and Hay for a round with the old pros 


{11 Wacking the ball into the screen is pretty satisfying. (2) The camera angles are fantastic. [31 Every 
course can be viewed as part of a fly-by. This overview Is enhanced by Peter Alliss’s commentary. 


he office has gone sport potty. England's 
performances in cricket and football have 
revived palates jaded over a long winter of 
BMI) sporting excess, and now we swan in each 
SE day in our new Official England Cricket Team 
shirts, or waving our England Football Team scarves 
(yes, even in this weather), or swatting heat-lazy flies 
with our Official Tim Henman rackets. This recent revival 
in English fortunes (remember, as Harold Wilson said, 
England has only ever won a World Cup under a Labour 
Government) has also expanded to include other sports 
that we'd ordinarily never consider playing. So recent 
weeks have seen us playing badminton, tennis and even 
visiting the local pitch ‘n’ putt course of an evening. 
And why not? 

So it was with considerable excitement that we took 


delivery of a copy of Actua Golf 2 recently from Gre 
PR geezer Martin Bramall. We slapped the master gold 
disc into our ‘special’ PlayStation and hit the power key. 
The first thing that'll strike you about Actua Golf 2 is 
the new graphics engine. Many an ‘ooh’ and ‘aah’ were 
passed as we revelled in the improved textures, water 
reflections and new motion captures of players. Then 
you're cheered to find that there are six courses (see 


Two gy Memory card I Mau Lae Gremlin Mm DEVELOPER: In-house 
Ga MRELEASE DATE: September Ml ORIGIN: UK 
ae m PRICE: TBC Golf sim 


{@) Placing the ball on the tee properly is the most important part of golf. 
18) Notice the grid on the green. (43 Nice sweater, mate. 051 Hit it too hard 
‘and it'll he in the water. (83 Excellent work with the lawnmower. So how 
do they do that? (73 Look closely and you can see the sand flyi 


aes 


ama Tee 


‘Course you can’ ~ page 110), a distinct improvement 
on Actua Golfs rather measly two. 

A few quick clicks and we were away. As we travelled 
around the first course we noticed all the other new 
features, too. The way you can customise your 
golfer, even down to the type’of hat he wears 
(though strangely there are still no women to 
play). The fact that there are now a whole range 
of shot types to choose as well as just picking your 
club, for example, so that you can attempt to put 
backspin on the ball to stop it dead, or punch it low 
through the air to avoid windy weather, or any one of 
the 12 options that are available, depending on your 
club and the lie of the ball. And the enormous variety 
of replay options that are available on every ball so 
that you can replay your best - and worst - shots in 
agonising detail. And, of course, the new commentary. 

The commentary’ bloomin’ brilliant ~ far better than 
for any other sports sim you've heard. Peter (the Voice 
of Golf™) Alliss offers a resoundingly competent 


Around with the guys 


forms as 


become a feature of all new sports games 


performance packed with dry humour (when you're 
stuck in the bunker on the Colorado Desert course, he 
quips, ‘the only water around here's in my whisky). 
Remarkably, even after a couple of days of solid playing 
we were still hearing new one-liners from the golf- 
meister, an impressive performance from Peter and the 
two credited script writers. And then you discover that 
there's also Alex Hay commentating, so you can choose 
to listen to his gentle Scottish brogue instead, by way 
of light relief. Or, best of all, you can get the pair of 
them together, sparking off each other and making 
your golf experience seem just like watching it on the 
telly, There are apparently over 40,000 sound bites in 
the game, so it'll be a very long time before you've 
heard them all. 

What's really clever about the commentary, though, 
is the way that it now informs as well as entertains, 
something that’s so clever that it's sure to become a 
feature of all new sports games. Choose to play one 
of the new improved shot types, such as the high > 


ver wondered what it might be like to share a packed lunch with Tiger Woods as you sauntered together around a leafy valley? Ever wished that you could spend an afternoon with Greg 
Norman and find out why he’s called The Great White Shark? Ever wanted to ask Nick Faldo how he gets his hair to stay like that? Well wonder no more. Thanks to Actua Golf's splendid 
array of top celebrity golfing names (although no Woosie or Seve, peculiarly) you can now spend all your spare time being virtually the friend of old pros. If you see what we mean. 


Your correspondent 
with some friends. 


Greg Norman. Great. 
White, Shark. 


Bernhard Langer. 
Sounds like a 
German weapon. 


Christina Rocca. Got 
a girl's name. 


Nick Faldo. The 
greatest living 
English golfer. 


Tiger Woods. We're 
this close. 


> lob or the low punch (sounds like boxing doesn't 
it2), and chances are Peter Alliss will chip in with some 
handy information about the shot you've just played. 
Too late to help you with that shot, but next time you'll 
be bearing his pearls of wisdom in mind before you 
try another high lob in a gale, for example. 

So first impressions of the game are brilliant; the 
visuals look superb and the commentary’s easily the 
best ever. Only one thing remains to be check-listed 
on this game's way to StarPlayer status ~ the gameplay. 
Initially, there aren't any problems — you have a knock 
about with a few friends and there's everything you 
expect from a golf game. There's a swingometer to 
judge the pace and direction of the ball when you hit 
it, there's an arc that shows the projected flight of the 
ball, there's a grid on the green that helps you judge 
your putting. But steadily, as you play for longer, you 


Course you can 


Pay attention, Six courses, Three real. Three fantasy made up of well-known holes from other 
courses around the world, Pictures below. That's all. 


Forest Green is a fi 
decent challenge with, 
amazingly, lots of trees 
to negotiate. 


Ocean Island. Water, 
5 water everywhere and 
not a drop to drink. So 
stay out of it. 


Rock is in the 
desert. Don't stray from 
the fairways - there are 
bunkers everywhere. 


Isa 
pleasant, rolling course 
with a few nasty holes 
thrown in. 


¢ Carnoustie. Scotland's 
famous golfer-breaker. 
Tough hol 
harsh conditions. 


Oxfordshire. The 
of the courses Con! 
joking}. Probably the 
easiest, though. 


and usually 


(1) Those cacti are HUGE. (23 Choose 
your friends for the day. (33 Oh, that 
was unlucky. (41 Sploosh. Oops. (53 
Look everybody! It’s the yellow brick 
road. (@ The score card keeps you 
up to date with the, erm, score. (7) 
‘There's even the chance to practice 
for the majorettes. (8) Judging the 
shots is made pretty easy 


you. 


fairway 


— 


There are no different standards for 
the computer opponents. 


begin to realise that there are a few annoying glitches 
in the gameplay. 

Firstly, there are the computer players. These are 
just too consistent to be believable. If you play in an 
‘amateur tournament, for instance, there will be 24 
players; one computer player will go round with you. 
Now, whoever is accompanying you will have the best 
round of anyone playing golf that day. The other 22 
will go around off-screen and be one or two under or 
over par, but the geezer with you will birdie every hole 
bar one, and probably eagle every par five. He'll be 
unaffected by the wind that has you hitting every tree 
and he'll be causing Peter Alliss to get practically 
orgasmic with his superb strokeplay. And this is because 
there appears to be no different standards for the 
computer opponents. So some amateur player you've 
never heard of will be just as good a player as Tiger 
Woods, but only if he’s playing against you 

Secondly, this is basically the same golf game that’s 
been going around for years and years, now, which 
would be all right if it didn't suffer the same stupid 


1 =z 3 


. some amateur 
player will be just as good as Tiger Woods, 
but only if he’s playing against you 


(11 W's vital to develop your own unique style of celebrating finishing a 


you want to he taken seriously on the golf course. (2) ‘The Dumb- 
popular with bigger golfers. (31 Where did you get that hat? 


1 Is th; 


some wood in there? We can't quite make it out. 
(1 It's a hole in one! Honestly. (3) There’s a chap just over 
the hill, but we can't quite 
action replay options are excellent. {81 Check the cameras. 
2 Look at the leaderboard. (81 Change the options, 


@ what he’s up to. (4, 5) The 


foibles as all its close cousins; it's as if there's been 
computer golf game in-breeding, So, on a huge dog- 
leg par five it makes more sense to plough directly for 
the hole through the rough than to try and go around 
the fairway; you'll get there quicker. And if you're on 
the fairway near the green, there's little point trying 
for a chip shot when a putt can be rolled in every time, 
with a little practice. If you've played a lot of computer 
golf, you should recognise these irritations. If you 
haven't, they'll soon become apparent. 

None of which stops Actua Golf 2 from being good 
fun to play, it's just that - rather like the rest of the 
Actua series, sadly - it's nearly great, but suffers from 
overly predictable gameplay. However get some pals 
around, turn up Peter Alliss, and havea foursome 
(©0-er) and you'll get a great deal of amusement 
out of it. ao 


We'd like to see... 


We set to wondering what other Actua sports sims might be in the pipeline... 


Actua Cricket Ashes Special 
Geoffrey Boycott and Richie Benaud 
provide the seamlessly entertaining 
background as we thrash the Aussies 
every time. ‘Oh, that's straight down Actua Snooker 


‘Mark Taylor's corridor of uncertainty, 
that is.” 


Actua Rugby Leoque 
Ray French and a resurrected Eddie 
Waring together as the dream ticket 


VERDICT 


Whispering Ted Lowe comes out of 
his premature retirement to relive his 
finest commentating hours, And 
hours. And hours. ‘That ball knocked 
twice and was refused entry.’ 
Definitely no John Virgo. 


commentary box team; big lads hitting Actua Sumo 
each other, shin-bones for goalposts. 
‘A marvellous Up and Under.’ 


David Coleman (well, he's done The 
Olympics) stammers and staggers his 
way through a sport he clearly 
doesn’t understand. No change there 
then. ‘And... er...” 


Actua Mah-jongg 
Well, there're loads on the N64. 
(Actually, that’s enough Actua games 
we'd like to see — Ed.) 


Alternatively... 


PEA Tor 96 ain Ps 
‘Actua Gait wil Ase 
‘Acta Gall 2 WO Psi 
POA Tor 97 70 psMn2 
‘Wort Cop Galt 8/10 PSH 
Vital Bott 5/0 PSM 


oa Open Gait 5/10 ps2 


PlayStation 


M GRAPHICS: 


Sharp, detailed, great 9M GAMEPLAY: 


Annoying 6 A beautiubtooking, 


MSOUND: ‘A superb shot’ 9 Ml PRESENTATION: 


imospherie 


game with staggeringly good 


A tad clunky 7 commentary that sadly doesn't 


LIFESPAN: Six courses, loads of Peter 8 Ml ORIGINALITY: 


uite deliver the goods that ite 
Very poor 2 sitky exterior promise: 


a, 
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PUBLISHER: GT Interactive mM DEVELOPER: N.Space 


MRELEASE DATE: Out now MW ORIGIN: us 
MPRICE: £39,09 mM STYLE: Shoot 


m-up 


the post three times 


When a publisher tells you a game's 


before you receive it YOU Can generally guess its quality, 
with Tiger Shark we got it spot on. 


2 (1 One of the many underground hases you have to blow wp. 1 name of 
the wthquake making machines. (31 A target lock is essential with 
the larger craft. (4) Above the surface. (1% The Tiger Shark, very Batman. 


T Interactive have a mixed track record. 
They've brought us some of the best games 
ever to grace a PlayStation but they've also 
brought us some truly dire ones. For example, 
‘one month we could play War Gods, the next 
month it could be Abe's Oddysee - not what you'd call 
consistent, is it? 

‘Atthe design stage this game probably sounded 

really good -a fighter craft capable of attacking 

over and underwater, taking on the might of the 
Russian fleet to: save the free world ~ brilliant! 
Unfortunately something went horribly, drastically wrong 
in the programming stage. 

in Tiger Shark you pilot what looks like an extra 
from a Batman film. The D-pad controls the direction 
you fly in, while the right hand buttons organise your Where do we start? While we played the game 
Weaponry (laser and torpedoes underwater and guns a passer-by commented on how it looked like 
and missiles above it), and the right shoulder buttons @ SNES game. Thinking about it, they were spot 
control your speed. This system works very well and on. The whole thing seems to have been written with 
the Tiger Shark flies very nicely. But this is not where three colours ~ grey, blue and red. The enemy craft 
the problems lie. The fault of the game are its graphics. look terrible, everything's very blocky, and there aren't 

any effects to persuade you that you're underwater - 

3 2 


not even the odd bubble or two. 

The gameplay is nothing special either. Essentially 
all you do is fly around shooting things while trying 
not to get shot. While the missions do have objectives, 


they're poorly designed and quickly become repetitve. il 
To top it all off, it's also far too hard to play. After a Alternatively... 


While we got so bored we just flew around the bottom itt Am 80 PSin 


of the sea shooting at the tower blocks 
‘Add the graphics to the gameplay and what you're Lied LS. 
left with is a confused mess. It might sound harsh, but Si Site 70 Ps 


playing Tiger Shark for about five minutes is all it takes 
to convince you never to play it again. But for 
the point of the review, we wouldn't have gone 
near it in the first place. 


(72 One of the many 
warships you have to 
sink in the game. (23 An 
underwater forest. 


Iver oct i 
[orticial UC . MGRAPHICS: Blue and Grey 3 Ml GAMEPLAY: Closa to\none 3 TH sem trles to be something tt 
len‘. Dire graphics and gameplay 
PlayStation. mi SOUND: Bang, whizz, ete. 9 mM PRESENTATION: Very nice 7 alladd upto thankfully 
; forgettable experience. There are 
Magazinepe wiircsran: Less than a moth's 4 Ml ORIGINALITY: Seen it all before 3 much, much better 30 blasters. pwr 
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Every month the Official UK PlayStation Magazine covers 


the World of PlayStation software - in words and pictures 
and on our exclusive demo disc. pon't miss an issuel Order now! 
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PUBLISHER: Electronic Arts DEVELOPER: Blizzard Entertainment 


Memory card 


MRELEASE DATE: August ™@ ORIGIN: us 


on 7 


Compatible 


m PRICE: £44.99 MSTYLE: Real time strategy 


€ Wat. 


Inthe aftermath of Command & Conquer's massive release, its 
arch rival arrives on the PlayStation. sut which 


the better game? 


(7) Life on the homeworld of the orcs is tough, brutal and short. (21 The four 
campaigns in the game include battles in a wide variety of terrains, from the 
icy north to the lush grasslands of the main continent. [33 Animated cut 
Scenes are used to set the scene and continue the plots of the campaigns. 


here's little doubt that Command & Conquer 
ae has been largely responsible for shifting the 

real-time strategy game into the spotlight as 

one of the hottest genres of the moment in 

the PC games market. The overwhelming 
combination of its incredibly addictive gameplay and 
the tidal wave of hype surrounding its release was a 
potent force indeed, and the result has been a mad 
rush by almost every software house to have its own 
real-time hit. 

Lurking in the background, though, was Blizzard 
Entertainment. This small American development 
company had already cottoned on to the possibilities 
of real-time strategy, perhaps inspired by Dune 2, the 
predecessor to C&C itself. The result was Warcraft, 
which was released to moderate success some time 
before C&Ccame along. Then, in the wake of Westwood's 


Warcraft Il is set in a fantasy 


world where technology is at the level of 
the Middle Ages, but 
magic is very real. 


3 


massive hit, came the much-improved sequel. 

Warcraft II quickly managed to divide the PC gaming 
public into two groups — although most players enjoyed 
both games, when it came to the question of which 
was best arguments started. Now things are all set for 
a repeat performance on the PlayStation. 

It has to be said that, at their cores, both Warcraft 
Mand C&C are very similar games. Both feature a series 
of missions played on battlefields viewed from an 


1A. MUSH AT FARBER MEG 
PASsMORD: sOSHTD 


were ambushed bye 
Merde tesa 


ane 
Rhase Elves APBnewny Asher 


feroently booing ts 
See se | 


(1) Each mission has 
lifferent objectives. (2) Each 
hattie starts with few units. 


AUG 


(1) At the start of the first campaign, the orcs are pursuing the humans 
across the ocean. (21 The information button gives you details of each 
unit and building. (33 Enemy towns are often protected by walls that you 
have to smash down to reach your target. (43 The first priority in most 
missions is to start collecting gold and bringing it back to your base. 


1 


overhead, slightly isometric view. 
Both involve constructing various 
buildings which in turn allow you to 
produce a wide variety of units. And 
both use a fairly simple point-and-click 
interface to throw these forces at each 
other in a orgy of death and destruction 
that's amazingly addictive and great fun to 
boot. Despite this, however, the two games are far 
from identical 

The key differences between the two games lie in 
their sense of scale and settings. While Command & 
Conquer features epic conflicts, often involving dozens 
of troops and vehicles on either side, Warcraft II is 
based on smaller scale battles, with fewer units to 
control. And in contrast to C&Cs near-future Earth, 
Warcraft II is set in a fantasy world where technology 
is at the level of the Middle Ages, but magic is very 
real. The humans of this world lived largely in peace 
with each other and the races of elves and dwarves, 
until the coming of the orcs. These vicious, green- 
skinned creatures had discovered a magical portal that 
linked their world ~ a harsh place populated by deadly 
monsters and torn by continual war between the different 


The important differences, though, 


all lie in the gameplay, and mostly spring from 
Warcraft Ifs increased 


level of detail. 


_ 


(1) The humans prepare to destroy the portal between the orc world and 
their own. [2] At the end of each battle your performance is rater 


orc tribes - to this peaceful planet, and quickly set out 
on a campaign of conquest. 

Together Warcraft ifs smaller scale and fantasy 
setting result in many differences when compared to 
C&C. The most obvious ones are in the graphics, of 
course. Warcraft I! has slightly exaggerated comic-book 
style that's quite different to the high-tech C&C, and 
the smaller scale means that the display is zoomed in 
closer to the action, allowing for larger sprites and 
more detail on each unit's animation. 

The important differences, though, all lie in the 
gameplay, and mostly spring from Warcraft Its increased 
level of detail — another result of the smaller scale, For 
a start, many of the forces available in Warcraft 1! are 
armed only with melee weapons and have to get up 
close and personal to bash on the enemy, whereas all 
of C&Cs combat units have ranged weapons of some 
kind. The result is that there's more variation between 
units in Warcraft II than in C&C, and, because the scale 
is smaller, each individual unit is more important. 

Likewise, whereas you generate cash in C&C simply 
by collecting mineral deposits, Warcraft Il has three 
distinct resources - gold, wood, and oil ~ each of which 
is required in different amounts to construct the various 
buildings and units available, Gold comes from mines 
that are scattered around each map, and must be 
collected by your worker units and brought back to 
your base. Wood, obviously enough, comes from the 
forests that dot most maps, and is also collected by 
worker units, but takes longer to harvest as the trees 


(1) The portal betwee 
worlds (2] The Town 
Hall forms the centre 
of any human base. 


Warcraft 2: The Dark Saga 


Sn inated mags etn wack ot yur progres owen each campaign, o> Pts dozens of Sgeion maps ply you 

Unfortunately, though, Warcraft Il does suffer from 
many of the same problems with its control system. 
Once again, despite the fact that the game was originally 
designed to be played with a mouse, it doesn't support 
the Sony one available for the PlayStation — something 
for which there really is no good excuse or reason. 
What's more, although there have been a couple of 
changes to the interface designed to make it easier to 
play with a joypad, it could have been made even 
simpler with a little thought. On the plus side it is 
slightly better than the C&C system, and the smaller 
scale of the game also helps — with fewer units to 
worry about, it's easier to keep track of and control 


them. In all, the conversion from the PC original is fair, Alternatively. : 
but far from ideal a 


Ultimately, then, the choice between Command &  Mireall Vit Pome 
Conquer and Warcraft II is largely a matter of taste 5 
and style, If you're interested in something with a little soar Vi fai 
more depth and detail than C&C, this is it. On Sate Wars 9/10 Pome 
the other hand, Warcraft II does lack some of ; ; 
C&Cs epic scope and polished presentation. a ga 


Ultimately, then, the choice 


between Command & Conquer and Warcraft II 
is largely a matter of 


taste and style. 


have to be chopped down. Oil is only available from 
specific spots in the ocean, and requires an oil rig to 4 
extract it and tanker ships to ship it back. In addition, 
every living unit you produce requires a unit of food, 
which is produced by farms. 

Another key difference between the two games is 
Warcraft Its ‘fog of war’. Like C&C, at the beginning 
Of each level in Warcraft i most of the map is blacked 
out and hidden, and you have to send out units to 
explore. Unlike C&C, though, in Warcraft Il once an 
area has been explored you can see the terrain, but 
can only see enemy units if they're in sight of one of 
your units. This makes advance scouts and look-outs 
important, otherwise an enemy army can sneak right 
up on your base before you spot it. 

In short, then, Warcraft i! is a lot more detailed 
than C&C and offers quite a few more tactical and 
Strategic options. The PlayStation version is also a lot 
bigger, as it includes both the original campaign and 
the one from the Beyond The Portal expansion set that 
was released separately for the PC, both of which can 
be played as either the orcs or the humans. Effectively, 
then, you get four campaigns as compared to C&Cs 


n't too hard, actually attacking and 
and so Warcraft Il features a lot of naval 
cluding magically powered submarines!} and the battles at sea often 

the top right of the screen is vital for keeping track of what's going on around you, 


lumans have several different ships to choose from 
Mecide the outcome of the whole mission. (4) The overview map i 


. MGRAPHICS: Well animated and colourful 7m GAMEPLAY: Let down by the controls 8 Almost as compelling and addic- 
tive as Command & Conquer, with 
PlayStation. m SOUND: Good speech and effects 7. Ml PRESENTATION: Effective if a little dull @ more dost na teu wee 
Magazine iniireseav. 


gameplay ~ but the same problems 


Four whole campaigns 9M ORIGINALITY: Many innovative ideas 6 with the controls. fourot 0} é 
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BESS STAT 


Another 3D beat "em up? From the developers of Mortal Kombat? 


Oh, the horror. 


e proud PlayStation owners are hardly short 
of 3D beat ‘em ups to choose from. Already 
there have been over a dozen available, 
including Namco's utterly stunning trio of 
Tekken, Tekken 2 and Soul Blade. You might 

be forgiven, then, for assuming that no one would even 
bother releasing a new one unless it was truly original, 
or very, very special. 

‘As Wargods proves, though, you'd also be wrong 
Based on the Midway arcade game of the same name, 
Wargods' main claim to fame is having been designed 
by the team responsible for Mortal Kombat. In fact, 
playing the game for about five minutes makes it fairly 
Clear that, for all intents and purposes, Wargods is little 
more than Mortal Kombat in 3D. 

Obviously, if you're the kind of rabid Mortal Kombat 
fan who believes it to be the best beat ‘em up ever 
{and we're reliably informed that such people do exist), 
this is going to be great news. You can safely run off 
to the shops immediately and buy a copy of Wargods. 
We're sure you'll be very happy. 


STANT 


11, 2) Warhead tries to 
warm up Vallah, who's 
feeling a little chilly in hi 
somewhat sparse outfit. 


For those who saw through all the hype, never really 
understood what the fuss was all about, realise that 
beat ‘em ups have come along way since Mortal Kombat, 
or simply never liked it in the first place, though, things 
are a lot less rosy. Wargods really is Mortal Kombat in 
3D, and suffers from all the same flaws and problems 
as the original game. 

The characters have different names, of course, but 
despite the new 3D engine, they're still displayed in 
the same poorly animated and jerky fashion. Speed is 
attained not by clever programming, but by simply 
Cutting frames of animation. The characters even move 
in the same way, with arms and legs often seeming to 
be unconnected to the rest of the body ~ most punches, 
for example, see the arms moving while the torso and 
legs remain largely rigid. Its a far cry from the silky 
delights of Tekken 2, where even the smallest move 
results in a realistic shift of the characters whole posture 
and position. 

Likewise, the basic attacks are all but 
entical to MK - high and low punches and 
kicks, which can be varied by the joypad direction 
to create roundhouses, sweeps and uppercuts. Even the 
special moves are largely identical ~ two characters 
have range attacks that grab the opponent and pull 
them into an uppercut, for example. Hmm. 

‘The similarity of the moves also means that the 
gameplay suffers from the same problems. The lack of 
range of the basic moves (most require you to be 
Standing almost toe-to-toe to have any chance of 
connecting) means that special attacks, especially ranged 
ones, dominate the game, which quickly becomes 
repetitive and dull. There are a fair number of combos 
that can be performed, but once again their lack of 
range makes them fairly pointless a lot of the time 


(1, 22 Two angles on 
one of the ‘grab and 
pull you in’ moves. 
Sigh. (31 A lot of 
characters can pull 
weapons out of thin 
air, (4) The 3D 
button in action - 
nice idea, shame 
about the game... 


A lot of the arenas 
look quite nice - 


‘a lot nicer than the 
animation, anyway. 


Memory card RU SSL GT Interactive Mm DEVELOPER: Midway/Eurocom 


c MRELEASE DATE: TBC MORIGIN: United States 


CT om PRICE: £39.99 M STYLE: 3D beat ‘em up 


move causes the attack to circle, are, or zoom out in 
all directions. Combined with the preponderance of 
teleport moves, this means that the three-dimensional 
nature of the game is put to good use, and there's a 
lot of movement around the ring. 

Unfortunately, though, not even this very simple 
To be fair, there are a couple of redeeming features. _but very effective idea is enough to add more than a 


Perhaps the biggest shame is that Wargods 


does have one really good idea - the 3D button... 


which you can use to vary the action 


Many of the character designs are quite good — they're few minutes to the game's lifespan. In something 
poorly animated and lack variety in’ terms of moves, like Tekken 2, it would have been the icing the | <§>| 
but they do look quite interesting. Likewise, many of cake. In Wargods, it’s simply wasted. os 


the backgrounds are very neatly portrayed, certainly a 
step above average. 

Perhaps the biggest shame, though, is that Wargods 
does have one really good idea - the 3D button. By 
Alternatively... default, this is the L1 button on the controller, and by 
a using it in combination with other moves, you can 
Teen 2 Wi A8M1 vary the action in a three-dimensional way. Holding it 
tala sm 3° pressing up or down on the joypad, for example, 
causes your character to circle their opponent. Other 
Sa Bate 10 PSM combinations allow you to dive or somersault to either 

ants ath Mee side, or quickly side-step (much like in Soul Blade). 
fea See OU Many of the special moves also have two versions 
ate Mem Tesh 2 7/10 PSM = — one without the 3D button, and one with. Ranged 
~————___ attacks without the button, for example, tend to fly 
straight at the target, while holding it down during the 


(12 You have to get 

=) this close to hit with 
most moves. (21 Both 
‘boss’ characters are 

ther large in stature. 


lav’ . MGRAPHICS: Nice sprites, sad animation 4 GAMEPLAY: What gameplay? 7 Arsuably one of the worst 30 beat 
‘em ups ever to diegrace a TV. 

PlayStation. m SOUND: Singularly uninspiring 5m PRESENTATION: Average 4 Below average or worse in almost 

every deplirtment, this is only for 


Magazine ix (iFespan:not even Bonos could save it 2 M ORIGINALITY: A 3D beat ‘em up. Hmm 1 manic fone of Mortal Kombat. prewar 
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Strap on some exo-armour, and grab your guns. Yet again you must 
bail out the Earth in tis Loaded-type blaster from Eidos 


or anyone familiar with Loaded, Machine 
Hunter is going to feel like a trip down memory 
lane. For those of you who aren't, this is a 
viewed-from-above shoot 'em up in which you 
are mankind's sole chance of survival. 

It’s the 21st century and humanity has established 
colonies throughout the galaxy. Robots are advanced 
enough to remove the need for humans to do everyday 
tasks, leaving them to follow other pursuits. But this 
Utopia comes to a rapid end when mining robots become 
infected by an alien virus which affects their semi- 
organic brains, causing them to rebel against their 
human masters, The virus is spreading at pace, and 
you must stop it before it reaches Earth. 

Each of the game's 16 levels takes place in different 
areas, which vary from a mine to an alien city, and are 
joined together by a mission-based campaign. The first 
level eases you in with a simple rescue operation 
but after that things rapidly gather pace. Level two, 
for instance, not only sets you on a rescue 
yn but you must find three sets of 

explosives, place them, then run back to the 

exit. And all this takes place in two maze-like areas 
joined together by teleporters, within a time limit. 

To help you destroy the enemy droids, you can take 
over and control one of nine robots, each their 
own characteristics and weapons. It isn't as 
easy as just climbing into one of them, 
though; they start off under the control of 
their malfunctioning brain, so you must 
q pummel them into a submissive state before 
climbing aboard. More typical power-ups 
come in the form of secondary weapons, 
@ mines and smart bombs, and you can 
upgrade your standard gun. And we especially 


(1 Rescue the hostages to complete 
each mission. (2) On later levels, the 
wa presents hazards as well. (3) The 
action can get quite hectic but you 
never feel completely out-gunned. 


equally at home on the Amiga 


Compatible 


PUBLISHER: Eidos Interactive ™ DEVELOPER: Eurocom 
MRELEASE DATE: Out now mM ORIGIN: UK 
M PRICE: £29.99 MSTYLE: 3D shoot 'em up 


Alternatively 


‘Stel artiger eo sina 
Crusader: Ho Remorse §— 7/10 PSB 
nated miu Paw 
oleate TO SINS. 
Project verti! 7/0 PSmn2 
etn 5/10 PSMB 


al 


liked the orbiting spiky ball which helps dispatch enemies 
in those hard-to-reach places 

Occasionally you can become a little disorientated, 
especially when you're trying to escape a level before 
it blows up, but the inclusion of a rather nifty 3D 
wireframe map makes it a lot easier to negotiate a 
level in the heat of the moment. Also thankfully the 
enemies never come too thick and fast, so you have 
time to work out tactics and strategy before approaching 
each mission. The controls borrow the same mechanics 
from games such as Robotron, with the directions 
controlling movement and the buttons controlling the 
direction you fire. It takes a bit of practice to knock 
seven bells out of the opposition, but you get the hang 
of it with time. 

Machine Hunter incorporates some nice touches, 
such as being able to leave a trail of blood after running 
over a dead body, but there are a couple of gripes that 
detract from the overall enjoyment. The way the 


(13 Eventually you'll find a weapon you prefer. 
josion effects are great. (3) The action 
jiving you the chance to 


polygonal floor shimmers and breaks up slightly as you 
move, for instance. And the fact that you feel sea-sick 
if you use any other camera angle other than a fixed 
one, And while the split-screen, two-player option adds 
to the gameplay, giving you the chance to save the 
world with a friend, or both to compete for the honour, 
there's no getting away from the fact that Machine 
Hunter would have looked equally at home on the 
Amiga and doesn't stretch the PlayStation as such. That 
aside, this is a game that you'll probably want 
to come back to, even if it does score poorly |fe> 
in the originality stakes ene, 


ndered sequences add a nice touch to the proceedings and give you a nice sense of taking part in a real campaign rather than just randomly 
dered animations of the various rohots in the game also whet your appetite, making you try all the harder to find them. 
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GRAPHICS: Divide 32-bit by two 6 mM GAMEPLAY: Solid blasting 
Competent 5 M PRESENTATION: Great pre-rendering 8 bre 
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MLIFESPAN: The ‘what's next?’ factor 


M ORIGINALITY: Seen it, done it 5 innovation. 


little new ground. 


‘A reasonably absorbing take on 
which unfortunately 


layable 


enough, but lacking any real 


Acclaim Mm DEVELOPER: Fun Com 


Out now = ORIGIN: United States 


£39.99 mM STYLE: Scrolling hack ‘em up 


ws a familiar ruse. the dregs of PlayStation games never make it to 
psms discerning palette; they skulk past with ne’er a shame, straight 
on to the shop shelf. We retrieved six such stray titles in our 
Quality Control report (issue 19); over the following pages we expose four more... 


ou've probably seen this in the shops already, 
which is obviously a bad omen, Any half 
decent title shouldn't be ashamed to make 
its debut in this hallowed organ before 
appearing, plastic-clad and booklet-laden, on 
the shelves of your local store. 

This is especially the case with a fairly big-name 
game like Dragonheart, based on the hit (well, we liked 
it) movie. And, sure enough, our dreams of a 3D polygon 
dragon-riding epic - like Panzer Dragoon on the Saturn 
= were dashed. Dragonheart: Hack & Slash is a 
horizontally-scrolling slice ‘em up with a bit 
of platformy action thrown in. Chances are you've 
played something similar (and better) ona 16-bit platform 
= the Amiga or Mega Drive, perhaps. 

Looking like a five-year-old game isn’t necessarily a 
bad thing; look at Command & Conquer or X-COM. 
However playing like a five-year-old game Is a lot less 
forgivable. Under your control is Sir Bowen (Dennis 
Quaid out of the flick) who hobbles along, sword in 
hand, pitched against the massed henchmen of King 
Einon (David Thewliss in the movie). Bowen has a 
number of sword attacks, from a nasty poke to a natty 
upward swipe. Locate the longbow, though, and he can 


(13 What's going on here? That obviously inanimate group of pixels is 
holding the other at swordpoint. Kind of. (2) And one sword-swipe later... 


(12 What's a good 
fighting game without 
some skellies? (2) Sir 
Bowen, it has to be 

has a crap boat. 
(3) Ooh, that bloody 
swoopy bird is a pain in 
the neck. (41 ‘Oh, yes? 
Dost thou think one is a 
(5) Buy 


serpent. (inset? A 
dragon, yesterday. 


skewer the evil-doers at long-distance. There 
are power-ups aplenty which imbue him with 
extra sword-power, additional defences, plus the 
ability to unleash firey death upon his enemies (which 
isn't in the film at all). Bowen can also walk, run and 
jump; oh, he’s a talented lad is our Bowen 

There is a riding-on-the-dragon’s-back section and 
a sliver of puzzle action, but it's generally a game of 
the ‘walk, kill, jump, fall in water, die, and start again’ 
variety. So, apart from the c.1990 graphics, predictable 
gameplay, stolid sound and criminal waste of a potentially 
lucrative film licence, Dragonheart: Sapphire & Steels 
biggest problem is the limited control of Bowen. The 
on-screen character is cumbersome and slow. He's also 
horribly two-dimensional. Yes, we know it’s a 2D game, 
but then so is Super Mario World, and look how brilliantly 
controllable Mario is. Bowen, on the other hand, is a 
sprite: a flat mass of pixels, devoid of life. His limited 
range of moves (like, you can't jump and strike at the 
same time. Grr) means that you spend half your time 
battling the enemy, the other half battling the controls. 

‘And that’s really Dragonheart: Hot & Colds biggest 
crime: PSM is prepared to forgive lame visuals 
and sound, as long as the gameplay is a bit | QB 
spesh. Er... only this isn't oa 


Alternatively... 
yman 7/0 PSH 
‘Wickey’s Wild Adventure § 7/10 PSS 
Johnny Bazookatnoe a0 PSA, 
The Adventures Of Lomax 5/10 PSHNS 
‘Dragonheart: Fire & Steel 4/10 PSW02 


MLGRAPHICS: Detailed, yet flat and dated 5 mM GAMEPLAY: Walk, jump, hack, slice, die 3 Dresonheert: Fire & Stee! walt 


have boasted top-notch graphics 


PlayStation ss: into 


clanky FX 5M PRESENTATIO! 


he 


Slow save access 5 about five years ago. Howevs 


Magazinepa a iircspan: 


Hardly worth the effort 4 Ml ORIGINALITY: 


gameplay would have been just a 


No. No, no, no, no, no 2 


Pour of 10] 


PUBLISHER: 


Konami ml DEVELOPER: In-house 


MRELEASE DATE: Out now mM ORIGIN: Japan 


MI PRICE: £39.99 MSTYLE: Sports simulation 
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Compatible 
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Players 


Konami Open Golf 


From those golf 


11 Japanese bird in horrific tartan shock. (23 Hit the ball and the stats 
reveal just how puny your attempt has been. (3) Mark the point of club-on- 
contact with this pair of slidey crosshairs. (4) Look at that pond 
flat as a mirror, And just as reflective, suspiciously. (51 You get the action 
replay every shot. EVERY SINGLE SHOT, whether you want it or not. (8) Check 
the green's slopingness with Konami’s handy-dandy patented Grid-O-Meter™, 


Z. 


TOTAL 219 '¥ 
IWAIR TB 


etn BY 


henever Konami release a new 
game, it's usually some cause for 
celebration. So how come this one 
sneaked under the PSM radar? Could 

it be that it’s - ulp ~ not very good? Surely 
not. After all, it’s a golf game and the Japanese love 
Golf; no doubt Konami’ developers have made a 
stunning job of it. Look at Konami's Golfing Greats 
coin-op ~ that was lovely (for its day). With a shaking 
hand, and palpitating heart we prise open the case... 
ah. It's a finished black disc right off the shelf. Uh-oh. 
The disc goes into the PlayStation. Hmm... nice intro 
screen, jolly music. Okay so far. A few button presses 
get us past the array of options (a damn sight easier 
to negotiate than EA's PGA Tour Golf), and into the 
game proper. We chortle at the faces on the 
computer players along the way - they all look 
like mass murderers. At long last we're ready to 
tee off. Check the wind, choose a camera setting, set 
the direction, adjust your stance, select your club, 
choose the point of contact between club and ball, 

then get ready to whack the dimply little blighter. 
Now, it taken as read that to hit the ball, you 
press the fire-button to start, press the button at the 
top of your swing, and then again to hit the ball (setting 
the power meter, basically). Everyone does it this way 
because it's the best way to do it. And if it ain't broke, 
don't fix it. Sadly, Konami have opted to slap out their 
electronic monkey wrench and fiddle with one of the 
great videogame establishments. Instead of the ‘press, 
Press, press’ of the norm, we have to press-and-hold 
to set the power, then let go and rapidly press again 


VERDICT 


hg aficionados in the east? a Sluggish golfing sim 
with Crude graphics, one course, and a daft power meter 


3 


to unleash the swing. Duh! Why, Mr Konami, 
have you done this? It doesn’t work. It's 
clumsy, inaccurate and counter-intuitive. 
Nonetheless, undaunted we hurl the ball up 
the long, dark-green bit. We're then ‘treated’ to a sort 
of ball-cam view as the polygonal course jerks its way 
down screen. Then we wait while the computer has its 
go (smart arse). Then we wait again to have our go. 
And so it continues until the ball finally lands on the 
light-green bit at the far end. After the whacking, the 


Putting is just as painful: the silly press-hold-release- pay rap ap wo PSK 

and-press control remains, and gauging the slope of 

the green is tricky, even with the grid turned on. ‘Aca Gall 80 Sie 
What we have here is yet another uninspired and jag 7 70 Pome 

unnecessarily over-complicated golf sim. It’s all there — 

options, and so on — but it's a bit messy. The graphics Ada Ball? 70 Psie2 

are far from slick and it seems to take an age between uray gay v0 PK 

goes. Admittedly its flaws are minor, so KOG remains ba 

a very average golf game. But when there are Vora bat 510 PSI 

so many above-average ones (and a few real | wae Wi he 

stonkers), why bother to invest in this? ne bad = 


1a 


2 It may look like a normal powermeter, hut it's all WRONG! (2) Look, it's 
golf, for heaven's sake. (33 Wa-heyy! Nudey golf action. Or possibly not... 


MGRAPHICS: Jerky polygon courses 5 


GAMEPLAY: Typical golfing fare 5 


PlayStation =" as 


lacking in polish, innovation at 


MPRESENTATION: Option-rich, but slow 6 er. fun. Not quite shovelware, but 


4 


Magazinema 51; FESPAN: If you rope in some mat 


pretty close: we suggest you look 
M ORIGINALITY: 


One of many 7 


elsewhere for clubular activities. porprgry ( 
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. [compatbte] 


Acclaim DEVELOPER: Sculptured Software 


UK 


PUBLISHER: 


MRELEASE DATE: Out now ORIGIN: 


M PRICE: £39,909 Mi STYLE: Sports sim 


Michael Jordan plays basketball with Bugs Bunny. It sounds a 


(1) A Bugs Bunny special. Quite funny the 
first time he does it, but it does pall. 
(2) Apart from MJ himself, only the Tasmanian 
Devil has stats like this. (31 The rooster races 
hack to defend. He's only on the team for hi: 
size. (4) Bugs makes yet another special 

(5) Looking for Michael's shoes 


tantalising combination of cool hoop-shooting and big laughs. It’s neither 


ithin the context of this game, the likes of 
NI Bugs Bunny, Wylie Coyote and The Tasmanian 
} Devil are nearly as good at basketball as the 
great MJ himself. Indeed as Michael only plays 
exhibition games, these Toons make an 
impressive three-player team for the Intergalactic 
Tournament. But it doesn't really matter who you pick, 
as all the players are much of a muchness and most of 
them are a bit too short for basketball. They do all have 
special moves to learn, but it's unlikely you'll be playing 

this game long enough to see many of them. 
= Take the ball from Michael, or whoever your captain 
is, and cut a steady furrow down to the other end of 
the court. Then, when you're in range, you shoot. Two 
points for Toon Squad. ‘Nothing but nets!’, as the 
commentator says. Actually, it's all rubbish and the 
situation isn't improved by the inclusion of an optional 


The sub-levels aren't much fun, in any case, and 
aren't much help in training you, either, as the skill that's 
most difficult to master is, of course, defending your 
own net. But if you're consistent in your shooting, and 
there is a technique, a few three-pointers here and there 
and the occasional lucky steal should win you the match. 
‘And that doesn't say much for the game. 

The inclusion of some of the world’s funniest cartoon 
characters should compensate for the lack of gameplay 
but the jokes are all in the special moves and quickly 
become tedious. And the graphics aren't up to any 
slapstick, either, The characters are too far away to be 
able to see them properly and as soon as they get the 
ball they've got three opponents trying to shut them 
down, Time to make a pass if you want to win in style, 
but not time to amuse yourself with the surreal sight 
of these funny little guys playing hoops. 


Alternatively... 


treasure hunt between quarters, where you have to go The idea of all your favourite Warner Brother stars ‘NBA Jame Tour ml 
and find Michael's boots, or kit, to improve your status. playing basketball sounds intrinsically amusing; but the i a nm 
Why can't Michael get his own boots? Who is it, anyway, game sits on the fence between wanting to be ‘Mok Jem Etrome = 7/10 PSI 
who's taking the ball off him and running up to the a basketball sim and wanting to amuse you. Alas Pp wa 7 a 
opponents’ net and shooting all the points? Doc? not enough development has gone into this. Le 
. W GRAPHICS: For squinty eyes only 7 Mi GAMEPLAY: Laughable 7's disap 
| a SG ‘at n gine what this game could be 
P J. SOUND: Teky muzak 2 MPRESENTATION: Too many short-cuts 3. like, to watch Tas tornado yet 
another two points home and then 
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A few good jokes 5 


ORIGINALITY: Yes. Yes. But... 5 not get back to defend. 
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(13 Your opponent cheesily 
celebrates each of your double- 
faults like he’s just won the final. 
[2] Ms Stacey misses another 
golden opportunity to get herself 
right back in the match. (3) And 
that’s yet another ace against. 


ettle down to the pre-game movie and watch 
in anticipation as it has a good go at evoking 
some of the atmosphere of tournament tennis. 
It would have succeeded a lot better in this 
if it didn't feature second-rate Tekken-style 
characters whose legs appear to have been replaced 
with badly-fitting prosthetic limbs, That this is the case 
seems even more likely after you've watched them play 
tennis, They can run about tirelessly and hit the ball 
in four different ways, but they can't run about and 
hit the ball at the same time; they can’t make a running 
shot. All these fantasy tennis stars do is run to a given 
paint and then hit one of their four shots, the choice 
of which is in no way determined by their approach 
or posture. This design flaw makes the game pretty 
much unplayable as anything more than the tuppenny- 
tart Nineties version of Pong that it so clearly is. 
You do get a variety of serves but this, the most 
difficult shot in tennis, becomes worryingly simple as 
soon as you learn to hit the ball at the highest point 


Wimbledon, you should decide to get your fix of tennis 
on computer game, don’t make it this one. tvs Pong 


of its trajectory. You can slice it, or spin it into play, 
but you have no chance of pulling off anything even 
remotely resembling an American Twist. In a rally, you 
can again employ slice and spin to mix up with your 
flat strokes, and you can even include the occasional 
lob where appropriate. But a short cross will always 
be outside your repertoire. In fact, you can do pretty 
much everything you used to be able to do in Pong 
and very little else. What a coincidence. 

In short, this is nothing like tennis at all. In fact, 
it doesn’t even get the rules right. If you hit the net 
on your first serve but don't fault, you lose that serve. 
The players show no etiquette by celebrating each 
point, even double faults, with the sort of extravagant 
victory salutes you'd only expect from the French, And 
the umpire doesn't bother to announce when a set or 
the match has been won. At least in Pong you could 
hit a running shot. So play Pong instead, and 
save yourself the £20 or so you'd need to get 
this one out of the bargain bin where it belongs. 


sstSET 
SrhGANE 


disguise.. 


(13 First serve. (23 The 
return. (3) All to play 
for. (43 The tension is 
palpable. (5) And it 
seems to be affecting 
the players (6) It's a 
repetitive, isn’t it? 
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MLIFESPAN: Hard to win 3 
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MORIGINALITY: None 0 


enough to put on to a games disc, parprery 


Longlands House, Wakefield Road, Ossett, West Yorkshire, 
Ws 9S. Z 


THE PREMIER 
TECHNOLOGY 
MAGAZINE 


INSIDE THE 
SPEED iSSUE: 


The technology that drives Formula 1 
Supercomputers: at the Speed of byte 
The dream of hypersonic transport 
in the fast lane of the information superhighway 


The fastest motorbike you can buy 


EVERY MONTH 
TECHNOLOGY 
FIRST WITH THE BEST NEW @ REVEALED THIS Issu 


CHNOLOGY 
TOMORROW'S TECHNOLOES 7 


Here ae 
to Hawaii in 
| two hours flat 


5s Ft 
nology that drive 
Cae em (io 10 fit 215 


he fastest thing 
two wheels 


SPEED! 


ing cars, 
spaceships, ract 
Planes, comMjectronics: T3 reveals the 

fastest things om (ond off) the plai 


ne cinema» Can 
y= Video « Hi-Fi = Computing « Hom an 


Ssue 10 on sale now! £2.95 3 


ALD. VISION 


NEON GENESIS 
EVANGEEND 


Génesis:0:3)\ 


The most Controversial animated series y 
in the history of Japan continues)” “~ 


The first battlé' tas’ been tonght?, 
=the wat has begun, =~ 

Mantind’s fature ts at stake... 
And the children stall on Us) 
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(contains episodes 5 & 6) 

RRP:£12.99 

Running time; 55 min. Certificate: Pe) 

Catalogue #: VHSEV/003 
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New and Second-hand 
UK PlayStation Titles. 
Titles and Trade-in Deals always available, 
Prices Pai for Tradé-n Deals 
New Title pricing: 
£18.99 - £44.99 (dependent on title) 
Second Hand pricing: 
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BRISTOL'S LEADING 
COMPUTER GAME SPECIALIST 
We buy, sell and exchange new and 
used PlayStation games & consoles 
Used games Exchange your games, 
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exchange 

New &used games Nintendo 64 games & 


for sale consoles 
New releases always © Phone for FREE price list 
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‘OFFICIAL PLAYSTATION DEALER 


}000's OF NEW & USED GAMES IN STOCK YOU WANT IT? 
|BY FAR THE LOWEST PRICES FOR MILES WE GOT IT. 
PART EXCHANGE IS ALWAYS WELCOME IF WE AIN'T GOT IT 
OPEN UNTIL 10pm SEVEN DAYS A WEEK! WE'LL GET IT. 


THE BEST SERVICE & THE BEST PRICES 
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Beating Jonah and his team of marauding All Blacks takes some 


smooth-playing strategy. Follow these tactics and victory over 


New Zealand will be yours 


Kick off 

Unlike a soccer game, the kick off in Jonah Lomu 

Rugby is a very tactical manoeuvre. There are 
several strategies you can use, depending on the 
strength of the side that you are playing against. If 
you're up against a weaker team, such as Canada, 
make a short kick to the side of the pitch, as you 
may be able to regain possession of the ball on the 
first play. If you're up against a powerhouse team, 
such as the All Blacks, or the French, take a long 
kick straight down the field, being careful not to 
pass the goal line. Rather than run with the ball 
when it’s caught, the opposition will stop play and 
take a kick to the side-lines, which will give you a 
chance to get the ball back 


Line out 

For the uninitiated, a line out in rugby is like a 

throw-in in football, only the players will all line 
up, ready to catch the ball. This is a good way to 
gain possession once you've got used to the timing 
of your jump. If you're throwing the ball, you can 
choose éither a short or long line out — it's best to 
start with a short line out if you're a beginner. To 
trick the opposition when throwing, hold the X 
button when the cursor passes the player you want 
to throw to, then release it when the cursor isn't on 
the same man. The ball will still go to the original 
player you pressed the button on. 

‘Jumping to catch the ball in a line out takes a lot 
of timing, as you'll find that the computer-controlled 
players are pretty adept at it, even if they're on the 
Worst team. Make sure that you jump before the 
opposition, or you'll never get the ball ~ don't jump 
too early, though, as you'll miss completely. You can 
choose to either catch the ball off a line out, or tap 


it to your players in space. Catching the ball will 
send your players into an automatic ruck, or maul, 
but a tap to your back line will free up the ball, 
ready for a run up the pitch. More of this later, 
though. As well as the basic line out, you can also 
take a quick throw without forming a line. If it is 
your throw and you can get the ball before the line 
forms, you can throw the ball on to the pitch and 
surprise the opposition as you dash off. 


Scrum 

Winning a scrum really depends on the strength 

of your team, especially if the other team puts 
the ball in. As soon as the scrum is formed, start 
pressing the push button. If you begin to move 
backwards, release push and press it again to move 
forward again. If the scrum is close to your goal line 
and you are being pushed back, use the ‘dig in’ 
button to stop the scrum moving back any further. If 
the scrum does cross your line, you can guarantee 
that the opposition will score a try. if the scrum is 
‘on the opposition’s goal line, try to get as close to 
the line as possible, then when you release the ball, 
simply make a dive across the line for a try. 


Goal kick 
qe best place to score a try is between the 
posts so that the goal kick is made easier. 
However in most cases this isn't possible, so you'll 
usually end up taking the goal kick from one side of 
the posts. When placing the ball, it's best to move 
yourself back a little so that you get a better angle 
‘on the posts. Pull back to put more power into your 
kick and then place the arrow as close to the centre 
‘of the goal posts as possible. You'll have to adjust 


this position according to the wind direction. You'll 
also need to take into account the fact that the ball 
is nearly always hooked when it is kicked, For 
instance, if you are taking a kick from the middle of 
the right side, and the wind is coming from the left, 
place the arrow towards the right of the goal posts 


This should now cancel out the wind and the natural 


hooking of the ball. It sounds complicated, but after 
a few tries you'll get used to it. 


Gameplay 

The way you play the game should really depend 

‘on the type of team that you are playing against. 
If you are playing a strong, fast team, you'll find 
that you won't be able to play a running game as 
you'll simply keep getting tackled. Playing against a 
weak team is an altogether different matter, though. 
You'll be able to pass the ball along the line quite 
easily, and once you've reached the wing, you 
should be able to make a dashing run up the 
outside for a try. When passing the ball along the 
line, always wait until the tackling player is as close 
as possible before you pass the ball again. This way, 
he'll make his tackle as you pass the ball and he'll 
be taken out of play for a while. You will find as 
you pass along the line that the ball and your 
players usually end up going sideways across the 
pitch. Try to avoid this by running forward as you 
pass. This way, you won't be waiting until your last 
man before you make a run for it 


Ruck 

Running towards the opposition will often result 

in a ruck of a maul. This part of the game is 
extremely important as your strategy here will make 
or break your team. A ruck will occur once a player 
and the ball have been grounded by a tackle. You 
have to push the opposition away from the ball 
and get your players over the top of it. This is done 
by putting players into the ruck by pressing the 
Circle button. 

However, it isn’t just a case of steam-rolling as 
many players into the ruck as possible, as this may 
leave your line short once the ball has been 
released. If it looks as though you are winning the 
ruck easily, take a few players out of the ruck before 
you release the ball. This way, you'll have more 
players in the line to pass to as you make a run for 
the line. If the ruck is evenly matched, get all of 
your players into the ruck, and if the man at the 
back has a yellow cursor, pass the ball as soon as 
you can. If you find that you are losing the ruck 
completely and the opposing team is in possession 
of the ball, take as many players away from the 
Tuck as possible, so that you have some back-up 
defence for when they release the ball. If you need 
to get some extra push when in a ruck, make a 
player leave the ruck, then send him back in. This 
will give you an extra couple of inches of ground. 


Maul 
Mauling is similar to rucking, only the ball isn't 
grounded. If you take the ball into a maul, use 
the Circle button to gain some ground and use the X 
-button to move the ball to the back of the ruck, so 


that it can be released. If the maul starts near your 
‘opponent's goal line, try to push for as long as 
possible so that you can go for a try once you 
decide to release the ball 


Ball possession 

When playing against stronger teams, you'll find 

that you are forever rucking and mauling. Once 
you do get possession of the ball, only try to run it 
out to the wings if you see some space. If you try 
and pass it out when the opposing team is all over 
you, they'll end up stealing the ball for you. The 
best tactic is to use your forwards as much as 
possible. Once you are able to release the ball, make 
a single pass, then run at the opposing team again. 
Use the hand-off, if you can, as this will stop you ms 
from getting taken down for a little while. If you go 
into a ruck, pile loads of players in to get quick 
possession of the ball. If you can keep going like 
this for long enough, you should make plenty of 
ground towards the goal line. Just remember to use 
your rucking and mauling tactics. 


Defence 

OF course, Jonah Lomu Rugby is not all about 

attacking play. You will often find yourself 
frantically trying to stop an ever-advancing mound of 
flesh. Things get quite hectic when you are being 
over-run, but as long as you keep an eye on the ball 
at all times, you should be able to at least slow 
down the advance. The trick to a good defence is to 
tackle or stop the player with the ball as soon as 
possible. Once you see them come at you, go for 
the tackle. If they pass the ball out, change your 
player using the shoulder buttons and try again. 
Make sure that a fast team never gets the ball out 
to the wing, as you'll be hard-pushed to stop them 
from scoring a try once they've got the ball. 


Tackles 
] Ores 2,9 839% 9 stopping a player: the 
take-down tackle and the push tackle. The 
take-down tackle does exactly what it says -— takes 
the player down. The push tackle (Circle button) 
should stop the player dead in his tracks, causing a 
maul or a pass. This is best done if a player is close 
to your goal line, as taking them down will usually 
score them a try, anyway. The take-down tackle is 
the best tackle to use most of the time, as it will 
usually cause a ruck. As long as you send plenty of 
players into the ruck, you'll have a good chance of 
gaining possession of the ball after the tackle. 


COMMAND & CONQUER 


Following on from our guide and full list of level 
passwords for this classic strategy wargame, here's 
a cheat that will allow you to see the whole of a 
level without having to explore it first, Before 
starting a game, press and hold R1, R2, LI, L2, 


Square, Circle then select password or new 
game. If you select the password option, make 
sure that you keep the buttons pressed while you 
enter the password. However this cheat only 
seems to work on the GDI disc, although you may 
get it to work on the NOD disc. 


To play the Covert Operations missions, simply 
Use the following password on the password 
screen: COVERTOPS 


REBEL ASSAULT 2_ 


Enter the following codes on the Password screen 
and you'll be able to play every level of the game: 
X, Circle, X, Circle, X, Triangle — Easy 

X, X, Triangle, Circle, X, Triangle - Medium 
Triangle, Square, Square, Square, X, 

Triangle ~ Hard 


Dark Fighting Mode 

To enter the dark fighting mode choose your 
character and hold Down, L2 and R2 until the 
bout starts. 


Big Heads 

To get those pathetic Japanese style big heads, 
enter the following on the character select screen: 
Push and hold right, start, circle, square until 
round one starts. 


Little Characters 

Go to the character select screen and enter the 
following to play with small characters: 

Push and hold left, start, circle, square until 
round one starts. 


NEED FOR SPEED 2. 


Enter the following codes on the password screen 
(in the case of the two-player game, replace "ME" 
with ‘U’ to allow the second player to use the 
same vehicle): 


SHOTME Race on bonus track 
POWRUP faster acceleration 
Race as: 

LILZIP Bonus car (Ford Indigo) 
VANME Van 


LIMOME Limo 

BUGME VW Beetle 
SNOWME Snowplough 
ARMYME Army truck 
SEMIME Semi 

BUSME Bus 

LOGME Log 

TRAMME Tram 

TREXME T-rex 
WAGOME Wagon 
CRATME Wooden crate 
BMRME BMW 

LCME Landcruiser 
VOVME Volvo station-wagon 
BNZME Mercedes Benz 


BEETME Car with sunroof 


As there's no Level Select for this arachnid 
platformer, we've printed every single password: 


LAB 
1FMLC939GPR8F3BF7KT1 
CHMLC939GPR8F3LWGTS3 
86MLC939GPREF3VFQSS4 
FWIMC939GPR8F3BF7KT1 


FACTORY 
FWIMC939GPR8F336DTTS3 
BSRMC939GPRSF3VTKKTI 
WDRQC939FPRBF3LM8S95 
8WVS5L939GPR8F36DTTS3 
BWVSL939GPR8F3G1QJB4 


CITY 
9WVSL939GPREF3LRT6SS 
GSXXS939GPR8F3LRT6S4 
WOPNT839GPREF3B9LVS3 
N7KB3Y19GPRS8F3V9SHRS. 
N7KB3Y19GPR8F3GGK4T3 


MUSEUM 

P7KB3Y19GPR8F3BPFGC3 
G7KB3Y11GPR8F3BPFGC3 
H7KB3Y1QFPR8F3QXSDS4 
J7KB3Y 1GWPR8F31766D1 
K7KB3Y1B15S8F3QXSDS4 
K7KB3Y1B15S8F3BTQBB4 


SEWER 
V7KB3Y1B15S8F3QS7QC1 
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cutting edge 


a refreshing change 


Fantastic new look! Bringing you the latest and the best in games, hardware, multimedia, creativity and Internet technology! 


Tutorials that not only help 
you get creative with your 


© Get three issues for the price of two 
@ Each issue delivered free to your home 


Every month we review the PC Review's in-depth Tite (Mi/MtS/Mi8/M5) edits 
newest and best games. features explain the hot ‘Surname. 

But it takes more than new technologies in Lies 

fancy graphics to impress language you can under- = 

us. We look for playability, stand. We also seek out the - 

innovation and originality. best Net content there is. Posteode ui 


Daytime telephone. 
| would like to pay by [_] Cheque (payable to Future 
Publishing) [_] visa] Mastercard 


Card number. 


Free extra CD packed with essential Internet software! | ~~ 


Date 


on sale tuesday 24 june: =~ 


Leicester, UK LE16 SEF 
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Vor. 2! 


PlayStation 


Smash the opponents in Riot. 


Crush the other side in Jonah 


lomu Rugby. Blast aliens in 


Fade To Black. Further wet your 


appetite for destruction with 


Time Crisis and Sou! Blade, 


then snarl at Rayman’s fiendish 


cuteness. Not bad, eh? 


Riot 


mi PUBLISHER: Psygnosis 
mSTYLE: Futuristic sports 
PROGRAM: Playable demo 


here isn’t a week that goes by 
® without us receiving a letter 

asking if someone is planning to 
do a PlayStation version of the Amiga 
classic, Speedball 2. Well, this incredible 
game zaps you into the future to a time 
when thousands flock to watch people 
batter one another in brutal sports. 

Until recently this sporting genre was 
missing from the PlayStation, but the 
release of Riot fills the gap admirably. 
The game continues from where 
Speedball 2 left off, pitting you against a 
team of tooled-up tyrants, all aiming to 
break your skull while they stop you 
popping your power ball into the net. 

Riot takes place in a circular arena 
with two teams battling for the ‘ball’. To 
score a goal you first have to charge the 
ball by taking it to the opposite side of 
the pitch and waving it in front of the 
green charger. Once fully charged you 
can take a shot. The goal is suspended 
from the ceiling in the middle of the 
arena, so it takes a good throw to get it 
‘on target without venturing into the 
danger zone directly underneath the 
goal. The further away from the goal 
you are, the more points you get. Not 
as simple as it sounds... 


ee 


5 


(1 Riot is the nearest you get to Spe 
happens. (23 and (1 Each team has a 


m Controls 

® Up 

Y Down 

© left 

> Right 

GE not used 
BP Not used 


Additional Information 

In the full version up to eight players 
can play using a couple of multi-taps, 
and 16 different teams are available to 
use in the exhibition, league or 
tournament games. And if these aren't 
enough you can always create your 
‘own using the built-in editor. 


mfurther information 

Riot was acxtually reviewed way back 
in PSM1S, although the game has only 
just been released. 


edball 2 on the PlayStation. (23 An accurate title, as it 
flashy logo. [93 You can view the action from many ang 


and Welsh do 
battle. 

(21 Use the on- 
screen hints. 


Jonah Lomu Rugby 


Mm PUBLISHER: Codemasters 
STYLE: Sports sim 
PROGRAM: Playable demo 


n Jonah Lomu Rugby you can 

ruck as much as you want, 

flatten your opponents or just 
attempt a try if the mood takes you. 

By using sprites rather than 
processor-hungry polygons, Codemasters 
has worked the graphics so you can see 
most of the team while you're playing. 
Adding to the atmosphere of the game 
is the commentary, by those two 
masters of waffling, Bill 'Voice of Rugby’ 
McClaren and ex-A Question of Sport 
pundit Bill Beaumont. 

When the demo starts you'll see a 
series of eight classic games take place. 
By pressing the kick button during one 
of these you can take control of one 
side of the match and continue from 
that point on. 


oe 


@ Controls 

Jonah Lomu uses a great system where 
the controls change according to the 
type of play so you have a different 
control method for a line out than you 
do for a penalty, and so on. When the 
controls do change a little icon appears 
on screen to show you what each 
button does. Sounds complicated but it 
soon becomes simple. 


Here are some of the most important 


moves you'll need throughout the game. 


Lineout 


@ * ball 
@ catch ball 


@ auick throw in 


@ Building a ruck 
@ Adding players 


@ Removing players 


Don’t worry! 
These programs are 
pre-production 


versions oF finished 


ANY GM Removing ball 
@ crab batt 


e@ (©) Grounding a try games. |f they 
crash oF buig-ou, 
Handing off simply reset 


your PlayStation 


and reload, 


(G+ nG@® Sicestep 


@ smother tackle 


@ Diving tackle 


WAdditional Features 
Rugby fans wanting loads of options 
won't be disappointed with Jonah Lomu 
Rugby. The full game features no less 
than five different game options from 
friendlies to tournaments to replays of 
classic games ~ and with more than 30 
playable teams ranging from Austraila to 


: “ 3 Jonah 
Taiwan there's a team to suit everybody. omu is the 
best rugby 

mfFurther Information game on any 


Check out the intensive review in 
PSM19, in which Jonah Lomu Rugby 
scored a respectable 7 out of 10. 


PUBLISHER: Ubisoft 
mSTYLE: Platformer 
ME PROGRAM: Playable demo 


hen we first reviewed Rayman 
1] back in issue one we said it was 

one of the cutest games we'd 

ever seen, What we forgot to 
mention was that it was also one to the 
hardest games we'd ever played. So, if 
platformers are your thing and you 
fancy one that'll test your skills to the 
limit, Rayman could well be for you - 
especially as the game has just been 
re-released at the very tempting 
Platinum price. 

This demo lets you have a go at 
the first four sections ~ the watery 
Dream Forest where you must plant 
magic flowers to help you reach the 
higher platforms, Band Land where the 
ledges are as slippery as ice and where 
a good deal of ducking is required, the 
Blue Mountains where you find yourself 
among the dissipating clouds, and 
Picture City where you must use a 


motorised wig to wing you to safety. 
No, we're not joking. 


mcontrols 
tte 
Down 
€ left 


> Right 
GB Not used 


@ Pull face/piant seeds tevel 1 
® jump/rty 

LG duck and crawl left 
GG duck and craw! left 
Duck and crawl right 
RGD duck and crawl 


ight 


MAdditional features 

The full version of Rayman is 
unbelievably huge - so gargantuan, in 
fact, that we're not sure exactly how 
many levels there are. There’s a lot of 
challenge and variety, though, and this 
is one game you certainly won't finish 
in an evening ot two. 


WFurther Information 

Rayman scored a very respectable 7 out 
of 10 when we reviewed it way back in 
issue one. It was re-released last month 
on the Platinum range for the paltry 
sum of £19.99. 


Mm PUBLISHER: Electronic Arts 
STYLE: Action adventure 
Mm PROGRAN: Playable demo 


his is a great game. When we 
| reviewed it back in issue eight we 

said it was a top game at £44.99, 
50 at £19.99 it’s bloody marvellous. You 
play Conrad B Hart, who some of you 
may remember from the Amiga classic, 
Flashback. Fade To Black is a huge, 
sprawling cinematic affair which sees 
Conrad back in his baseball jacket, 
jeans and trainers, running, jumping, 
crouching, shuffling, shooting and 
puzzle-solving his way through the vast 
maze of an alien base. 

A lot of the problems require 
Conrad to position himself precisely to 
open doors, hop over electrical fields to 
avoid triggering alarms, and so on. It's 
reasonably simple stuff and enough to 
keep you constantly on your toes, 


Time Crisi 


PUBLISHER: SCEE 
mSTYLE: Shoot ‘em-up_ 
PROGRAM: Rolling demo 


hose of you who don't venture 
| into arcades much might have 

missed the best lightgun game 
since Virtua Cop, Namco's Time Crisis. 
You play Richard Miller sent on a deadly 
mission to rescue the President's 
daughter from the evil criminal Garo. 

One of the main reasons Time Crisis 

Proved so popular was its revolutionary 
duck button. This allowes you to duck 
under the nearest table or take cover 
behind a pillar until the enemies 


PUBLISHER: SCEE 
mSTYLE: Beat ‘em-up 
mm PROGRAM: Rolling demo 


oul Blade is a weapons-based 
Ss hting game from the coin-op 

king, Namco. Featuring the best 
intro we've ever seen and the fantastic 
gameplay you'd expect from the team 
responsible for Tekken and Tekken 2, it 
spent a well deserved month at the top 
of the charts. 

Each of the 10 fighters uses a 
unique weapon style, as well as a fierce 
range of kicks and punches to batter 
their opponents. As well as the normal 
fighting mode, though, the PlayStation 
conversion also introduced the story-led 


= Controls 
4 Move up 
Move down 
€ Move left 
> Move right 
GB Not used 
BP Not used 


@ vot used 


@ Get into firing mode, then fire 
@ Leap 

® 309 

L@ crouch 

LG Shuffle tert 


RG sShutfte right 


RGD not used 


M Additional features 
A wonderful 13 levels of 3D alien- 
blasting action with some fiendish 
puzzles to solve. 


Don't worry! 
These programs are 
pre-production 
versions of finished 


™ Further games. If they 


information 


Fade To Black rolled in with a whopping 
eight marks and carried off a StarPlayer 
logo in PSM8. It is still one of the best 
arcade adventures on the PlayStation, 
making it a bargain as a Platinum game. 


733 oF bug-our, 
simply reset 
your PlayStation 


and reload. 


© Mechanical 
spider alert. 

©) Same jacket 
and denims eh? 


stopped shooting as well as 
automatically reloading your gun. As 

you can see from this demo, Namco is 
doing a great job with the conversion. 


Namco has worked wonders to 
Convert Time Crisis to the PlayStation. 


Soul Blade 


M Additional Features. 

The PlayStation version of Time Crisis 
will include a huge PlayStation-only level 
set in a swanky hotel overrun by a 
selection of new bosses and their 
legions of henchmen. 


| Further Information. 

As well as converting the game itself, 
Namco has also been working on a 
version of the arcade game's 
revolutionary lightgun. The result is the 
new GunCon 45, which is promised to 
be the most accurate lightgun ever and 
will be sold bundled with Time Crisis 
itself. See PrePlay on page 62. 


~ 


Edge Master mode where you fight your 
way across the world, collecting new 
weapons and facing opponents in unique 
situations, each requiring a different 
method to win. In short, Soul Blade is a 
wonderful arcade game. 


M Additional Features 

As well as the usual one-on-one mode 
you can fight in teams, against the clock 
or try your hand at the survival mode. 
Soul Blade also has the best practice 
mode we've ever seen, 


| Further Information 

Soul Blade was reviewed in PSM19 and 
received a well deserved 8 out 

of 10, together with a B 
prestigious StarPlayer award. 


© Sou! Blade is another 
one of Namco’s truly 
excellent PlayStation beat 
‘em-ups [°] Whereas 
Tekken is hand-to-hand, 
Soul Blade is blessed with 
a plethora of weapons, 


C D 


MON T H 


N EX T 


Double disc issue 


Two CDs on one issue - with a huge playable 
and rolling demo of Oddworld: Abe’s Oddysee 
on an extra CD < 


- East is East ani 
West is West 


Special reports on the latest 
games to come out of Japan and ; wh < 
America f 


% 


ISS Pro is still not quite with 


fou wanted £9 now abo 
j are ANOS? DODU. jenre. 
y 


us I'm afraid, but as you 
can see we have three 
big titles lined up 
in its absence. 
And at the time 
of going to press 
a few surprises are 
also shaping up quite 
nicely. All will be revealed 


next month. 


AUG 


cott Steinberg is vice president of international marke: 


g with Crystal 


ynamics of America, the developers responsible for Pandemonium and Legacy 


(Of Kain. And they’re currently working 


lhand across the ocean and thrust UK dictaphone into United States face... 


on sequels. Reason enough to extend a 


Scorfi 


PoE a 


NBER. 


7__ a 


Legacy Of Kain and Pandemonium... not bad 
jfor starters. Were you surprised at how well 
he two games did on the PlayStation? 

le weren't terribly shocked at either game's 
performance. We were actually surprised that Legacy 
|didn't get banned, but other than that, we had 
confidence in both titles. 


What was Crystal Dynamics’ history in the 

ames industry prior to those two games? 
fl was founded to develop console games on 
|| next-generation platforms. Our mission is one of 
‘platform promiscuity’; we build games on viable 
hardware platforms. Our first shipped on the 3D0, 
hen we published on the Playstation, PC and Saturn 
turrently we publish on the Playstation and PC. 
‘enerally speaking, Crystal's collective history is 
rimarily from the console world, with a genetic 
passion for that style of product. 


low about yourself? How did you get into the 
james industry? 

i was in the ad business before getting into the 
ames industry. At that time | worked for an agency 
hich won Electronic Arts as an account. It was only 
hen that ! realised the coolest jobs in the world 

ere in the gaming industry. When Sega came 
alling, it was an instantaneous decision to trade 

lin my monkey business suit for Sonic blues. 


Have you always been a fan of games? 

have supported this industry with my hard-earned 
lowance since its inception. Going way back to the 
[Mattel Electronics hand-held sports games (football, 
basketball, etc) to Atari 2600, ColecoVision and 
IMattel Intellivision. In fact my brother and | still play 
|sea Battle on the Intellivision every Thanksgiving (of 
ourse, he never beats me). And I've never been able 
0 shake my comic book and Star Trek addiction. 


xpect sequels to Legacy and Pandemonium? 

fe are showing some unbelievable products at B 
pandemonium 2 leads the way and thematically 
fakes place several years after the conclusion of the 
riginal game. it has a more mature team of 
haracters (leading with the acrobatic Nikki) and 
leven more brilliant graphics and gameplay. GEX: 
lEnter The Gecko of course stars GEX, along with our 
lhew 3D/free-roaming software engine. GEX is a 
James Bond-style agent who returns to the Media 
[Dimension for a bout with Rez. GEX luckily still has 
lhis spectacular 3D mechanics built into his already 
[God-given physical skills. For players looking for 3D 
jameplay, more sophisticated than the ol’ butt- 
bounce mechanic, GEX has a roundhouse tail attack 
ls well as wall-climbing skills that realise the true 
potential in free-roaming 3D gaming. Our third 
product is a secret 3D adventure game which mixes 


to now for Crystal Dynamics - can we 


battling voodoo cultures with action combat, along 
with a healthy dose of sophisticated Homer-like 
mythology. An eclectic mix, don't you think? 


Legacy Of Kain didn’t seem to be received as 
well in this country as it was in the States. 
What do you think the reason for that was? 
And will that have any bearing on how the 
sequel is made? 

Legacy Of Kain really captured the imagination of the 
gaming public in the States. The primal qualities of 


‘Yve supported this industry since 
its inception. Going way back to the 
Mattel Electronics hand-held sports 
games to Atari 2600, ColecoVision 
and Mattel Intellivision...’ 


gothic vampires, a dramatic storyline and starring a 
reluctant hero, were qualities never before seen. 
And relieving blood from the helpless didn’t hurt, 
either. | can't comment on any sequel to Legacy - I'd 
hate to ruin the anticipation ~ you'll have to wait to 
hear more later this year. 


How about Pandemonium? Can we expect any 
radical changes to the original? 

Yes. After the completion of the first game, the team 
took a month off for vacation. Upon their return, 
three things became clear: we wanted the characters 
to mature, the team returned inspired to be even 
more graphically bizarre and surrealistic, and we are 
building more variety into the gameplay mechanics. 


What do you think the chief differences 
between the UK and American markets are? 
Nintendo is much stronger in the States. Their 
leadership in certain categories is very influential to 
the software publishers as well as to the editorial 
community. Networking PC products have also 
arrested more mind space in the US. Playing Duke 
Nukem or Quake over the network, or internet, is 
much more prevalent (and cool). 


‘And does that have much bearing on how 
American publishers differ to those in the UK? 
Since the publishing community plays everything, 
Nintendo's relative weakness in Europe doesn't 
negatively affect UK publishers. | think that the 
consumer market is much more negatively affected 
by Nintendo's poorer European acceptance. 


What do you think of the current state of the 
PlayStation industry either side of the Atlantic? 
It feels like 1992 in the 16-bit era again: fast growth 
on top of a solid installed base of hardware owners. 


We are extremely bullish on Sony in all three 
markets. We have a relationship with Bandai that 
brought Pandemonium to Japan (titled Magical 
Hoppers) in volumes beyond what most publisher 
dream about from that market. In Europe, the 
PlayStation’s recent price drop was absolutely per 
for Crystal in that we shipped Legacy nearly righ 
after and saw an amazing spike in sales because 
it. In the US, things are more competitive, with 
Nintendo and the PC wrestling for shelf space. B 
the Sony PlayStation is still our dominant platforr 


Are there any games that you wish Crystal 
Dynamics had done? 
Absolutely. Duke Nukem and Command & Conqu 
come to mind immediately. They both nearly got 
divorced and certainly contributed to biblical dro 
in Crystal productivity. 


Finally, what are you most looking forward 
seeing in the future? Which games, for 
instance, are you excited about seeing at E 
Of course, I'm extremely excited about our game 
'm partial to games starring a certain gecko lizz 
Enter The Gecko has been in development for cl 
to two years and our new free-roaming 3D 
technology formally takes the PlayStation into it 
third generation of development. Pandemonium 
shaping up to be brilliant, | also have a strange 
affinity for voodoo adventure games. 


Over 300,000 people have joined Special Reserve. 
The largest games club in the World. 


Established 10 years, 
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RINTENDG 6 WITH CONTHOLLER P icegea eaters 
AND SUPER NARIO.St ea Call 01279 600204 suai sata 
29 6: ths CONTROLLER AND ARO KART Sd 13783 
iz AVALABLE ONG -OREATEST Pou LATER Seats for details 


PO Box 847, Harlow, ¢/ 


Special Reserve Is mainly = 
but we also have 


mitten “Choose any one of the OBJECTS below. 
’ Le ABSOLUTELY FREE when you order 


Special Reserve ZZAP, FOXX, MAXX or BIZZ PC 


